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How To UsE THIS GUIDE 


To avoid covering material included in the Leisure Suit Larry: Box Of- 


fice Bust game manual, we’ve skipped the absolute basics and focused 
on the strategies and tips gamers are really looking for. 


The tabs and headers are all clickable links. You can use them to jump 
immediately to any section. 


In the first section, we cover some important 
information regarding game structure. This breaks 
down the sections of the game and how they all 
relate. Connected to this are some general strate- 
gies relating to Larry’s various moves. 


- The second section, “Story Mode Walkthrough,” is 
the main walkthrough for Leisure Suit Larry: Box 
Office Bust. This covers the primary Story mode 
“= and will comprise most of your time playing the 
game. 


The third section, “Optional Missions Walk- 

_ through,” covers the two different types of 

- optional missions: the Seduction missions and the 
Buggy Races. They’re straightforward, but we’ve 
included every last detail to make sure you don’t 
~ miss anything. 


= The fourth section, “Larry Awards,” is a master 
reference list detailing the specific locations of 
all 100 Larry Awards. This is a helpful screenshot 
== guide that corresponds to a large map for ease 
of use. 


aan eee === es The fifth and final section is the Appendices. These 
include a complete Xbox 360° Achievements and 
PLAYSTATION®3 Trophy list (most of them are fairly 
straightforward, but a few of them require some 
special feats or methods to unlock), a complete 
costume location chart, and fully labeled maps for 
each of the game’s primary areas. 


GAME STRUCTURE 


The game has two primary modes of play. The first mode is when 
you’re in the “real world” inside Laffer Studios, running around and 
completing Story mode missions or optional missions. The second 
mode is when you're inside a dreamscape—of which there are three— 
and reality is completely suspended (even more than when inside 
Laffer Studios). The gameplay alternates between studio and dream 
sequence all the way to the end. 


You can only complete optional missions or collect Larry Awards 
while you’re in the Laffer Studios sequences, not when you're in 
one of the three dreamscapes. Other than that, the game is very 
straightforward and linear. You can complete all seven optional 
Seduction missions in a row or as they become unlocked—your 

choice. The same goes for all nine optional Buggy Races. 


Costumes, the only real “items” you’ll find in the game, are unlocked 
periodically throughout your adventure. Once they’re available, you'll 
find them in the wardrobe area of Larry’s Motor Home. This is also 
where you'll make custom save files (separate from the auto save). 
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LARRY’S MOVES 


The primary rule to remember 
here is that Larry will always 
automatically grab a ledge that 
is within range. The trick is with 
positioning yourself and making 
sure you’re facing the right direc- 
tion to grab one. To drop down 
from a ledge, just press the Action 
button. If there’s another ledge below, you’ll automatically grab it on 
your way down. For many missions, this is the only way to get down 
from a building or mountain without killing yourself from falling 
damage. Never try to jump horizontally while shimmying unless 


Sprinting is an important part 

of just about every mission in 

the game. Unfortunately, Larry 
gets only 10 seconds of uninter- 
rupted sprint before he enters a 
cooldown period. When you’re 
empty, it takes about two or three 
seconds of cooldown to generate 
another half-second of sprint. 


you’ve reached the end of a ledge—if you jump while positioned in 
the middle of a ledge, Larry will automatically turn and miss the one 
you’re trying to grab. 


If you enter a building, your Sprint meter automatically refills, even if 
you entered the building with an empty Sprint meter, 


Sprinting also works while climb- 
ing and descending ladders or 
when shimmying across ledges. 
Although not quite as evident as 
when you’re on foot, you’II still 
notice a distinct speed increase. 


Wall-jumping is the most 
critical—and the most difficult 

to master—of all your available 
techniques. If you have two 
facing walls with not much room 
in between them, you can jump 
back and forth between the two, 
slowly progressing higher until 
you run out of space. Press and hold toward the wall to grab it, then 
execute a normal jump to wall-jump back to the other side. This is ex- 
tremely helpful for climbing past normal routes (on specific missions) 
and for bypassing otherwise complex jump and balancing sequences. 
Wall-jumping gets tricky if you press the wrong direction when you hit 
an object with multiple angles on its face. In other words, sometimes 
it’s easy to grab the wrong wall (or “face”) and jump away from it in 
the wrong direction. Remember to stay perpendicular toward the wall 
you're attempting to jump from and you should be fine. 


The double-jump is Larry’s 

most often used, and arguably 
most useful, move. It’s great for 
reaching high and out-of-the-way 
ledges, jumping up to grab ropes, 
and sometimes even accessing ar- 
eas you normally couldn’t. When 
you combine double-jumping 
with wall-jumping, you have an 
effective way to scale just about any obstacle in the game. 


| 
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To save time on timed missions, 
you can double-jump up to 

grab ledges instead of climbing 
ladders. If you save three or four 
seconds per ladder on a mission 
with 10 ladder climbs, that’s over 
a half-minute of time you just cut ever, You can move only certain 
without really putting much effort crates, and even then, you can 
into it. You can also hold down the Sprint button while climbing or move them only when the prompt appears onscreen. The various lone 
descending to make the journey a little quicker in either direction. crates you see lying around Laffer Studios cannot be moved under any 
circumstances. 


Moving crates is a necessary part 
of many missions in the game. 
Usually it’s simply a matter of 
dragging one over to a larger 
stack of crates, enabling you to 
climb up and continue on. How- 


If there are no crates around, 
you can use a vehicle or a horse 
to get that extra five or six feet 
required to make it up to the 
next ledge, Combine it with a 
double-jump and you can reach 
many normally inaccessible 
ledges, 


Like climbing ladders, walking 
across beams and tightropes is 
pretty easy. The game has a great 
balancing system that shows you 
when you’re standing less than 
perfectly straight. If you see Larry 
starting to bend too far one way 
or the other, adjust with the 
control. If you do fall completely over, you’ll always grab the ledge or 
rope on your way down. You never have to worry about just falling 
down without warning. 


Combat is very straightforward. 
You really have only two moves: 
a block and an attack. When 
attacking, the move you dish 
out is dependent on your button 
timing. The punch and kick are 
the most common and effective 
attacks. The rising uppercut is a 
guaranteed way to knock your enemy down to the ground. (Note that 
executing an uppercut is not based on the range of your enemy, but 
rather the timing of your attack itself.) 


You can also shimmy across the 
bottom of a tightrope or ledge, 
rather than walking across the 
top. This is a much slower way 
to travel but sometimes leads to 
alternate routes. 
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Your biggest enemy in this 


- four-story building, you would 
_ die. If you walked off the roof of 
_a three-story building, however, you’d survive. Falling damage gets 


STORY MODE WALKTHROUGH 


The tried-and-true method to de- 
feat every enemy in the game— 
especially the security guards in 
the later stages—is to use the 
block/counter/strike combina- 
tion. What this means is that you 
should always block the incoming 
attack first, then counterattack, 
followed by a regular attack. Right 
afier your final hit, go back into the block stance. You can repeat this 
combination indefinitely. You’ll win every hand-to-hand fight in the 
game with this effective strategy. 


HEALTH 


The Health meter automatically 
refills any time Larry gets injured. 
If you take a huge chunk of dam- 
age from falling, for instance, just 
stand and wait for your meter 

to refill before continuing on. It 
takes about 60 seconds for your 
Health meter to refill if you start 
from around 5 to 10 percent. 
That’s roughly 15 seconds for every 25 percent health you want to 
recharge. Also note that there are no health pick-ups or items that 
extend the Health meter. 


game is falling damage. It’s 

hard to quantify it in different 
stages because it’s such a gradual 
scale. Know that you’ll die from 
anything over four stories. So 

if you walked off the roof of a 
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LARRY AWARDS 


APPENDICES 


even more complicated when you factor in jumping, and especially 
double-jumping. 


Sometimes, if you’re careful, you 
can grab a wall or touch a ledge 
during a fall to help alleviate 
some of the falling damage. This 
is tricky and usually happens by 
accident rather than on purpose. 
If you accidentally fall off a build- 
ing or a ledge, press toward the 
nearest wall and you just might get lucky. 


VEHICLES 


You control all vehicles pretty much the same—that is, they all have 
the same acceleration, top speed, cornering, and require the same 
amount of finesse to control effectively. This is important to know 
when you’re running missions so you don’t waste time trying to find 

a “faster” or “better” vehicle. The different “buggies”’—police, fire, 
delivery trucks, or whatever else—are just for show, so it comes down 
to driving whatever you prefer. 
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GETTING ARRESTED 


Getting arrested by the security 
guards is nothing to worry about. 
If you accidentally run over a 
guard or another pedestrian while 
a guard sees you, they’Il attempt 
to catch and arrest you. If they 

do catch you—which is almost 


Picking up a stationary vehicle is just a case of walking up to it and 
getting in. Grabbing a moving vehicle, however, is a bit more complex. . : . oo. 
The best technique is to use the Sprint button to match your speed impossible given your ability to 

_ with that of the moving vehicle you’re trying to jack, and when you climb obstacles and carjack vehicles, making it easy to get away— 

_ get close enough, hit the Action button to automatically stop the they'll bring Nips back to the security compound near the entrance of 
vehicle and push the driver aside. You can also jack cars from the the studio. You'll suffer no penalties if you're arrested. 

passenger side as well. The driver will still sit in the driver’s seat, but 
you'll be the one in control. 


It’s impossible to permanently ruin a vehicle by smashing into a wall 
or flipping over during a jump. The only way to truly destroy one is to 
drive it into deep water (the Bytanic pool is a great example of this). 
With this in mind, know that it is impossible to “land wrong” when 

_ making a complex jump. Yes, you might slow down or end up with 
your vehicle pinned in an awkward spot, but 99 percent of the time, 
the vehicle will right itself and you'll be able to continue driving as 
normal. The vehicles are almost impossible to keep “off balance” for 
more than a second or two. 
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MISSION 1: CALL ME AL 


After the opening cutscene and Uncle Larry and Al’s brief introduction 
of the situation, head outside and clean the graffiti off the walls. Walk 
up to the graffiti marks—indicated by the large green arrows—and 
press the Action button to automatically clean them up. There are two 
spots on the lower level and two more on the second. Once you climb 
the ladders, jump over the first series of boxes and you'll see another 
graffiti mark around the corner. 


You must execute a double-jump to reach the top ledge of the boxes 
that block your path. Once you’ve caught the top, execute another 
jump to pull yourself up and over. 


ee LNEFER STUDIOS ESENR, 


Line up the beam so it’s perfectly vertical, and you can easily cross it 

without wobbling or falling off. If you take it at an angle, in 3-D, it’s a 
little tougher to judge. At the beam’s end is the final piece of graffiti. 
Clean it and you'll view a brief cutscene of Al. 


Kip’s cell phone is way up on the roof. How it got there is anyone’s 
guess. Wall-jump between the two stacks of boxes until you have 
enough height to make it up and over the highest box. 


Wall-Jumping 101: The easiest way to 
wall-jump is to press and hold the Jump 
button as you head toward the crates, As 
long as you hold down the direction, you'll 
automatically grab on to the wall. When you 
release the Jump button and point the other 
direction, you'll follow up with another 
jump. There is no limit to how high you can 
wall-jump. Use this for exploring hard-to- 
reach areas throughout the game. 
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Page 1 
Page 1 is about 20 feet in front of Larry’s 


starting position, tucked between the 
boxes. 


Once you have the cell phone, head over to the bright yellow circle on Pages 2 antl 3 

your minimap. This indicates the Reception Building. Kip’s office ison | Wall-jump from wall to wall, raising 

the second floor. Enter the huge green circle to initiate a cutscene and yourself up by the ledges as you ascend. 
finalize the mission. Pages 2 and 3 are on these ledges. 


To begin the next mission, check the Page 4 
minimap and look for the Vehicle Page 4 is at the end of the main path, 
Warehouse (indicated by the bright atop the building. 

yellow circle). Enter via the door to 

the south, and you'll find Al inside his 

office on the first floor. 


You find Pages 5 and 6 as you traverse 
the boxes and ledges, moving forward 
on the building’s roof. You won’t miss 
them. 


BYTANIC 
DREAMSCAPE 


LAFFER STUDIOS— 
PART 4 


Page 7 


Page 7 is on the tightrope connecting 
the two rooftops. Crossing the tightrope 
is very similar to crossing the wooden 
beam from the first mission; just try to 
keep the rope perfectly vertical on your 
screen and you won’t wobble or fall off either side. 


Grab any vehicle and drive to the Street Facade. Enter the glowing 
green circle to initiate the mission. 
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Pages 8, 9 and 10 


You find Pages 8, 9, and 10 in rapid 
succession as you move forward along 
the rooftop. The last one is easy to miss, 
so make sure you check behind the 
billboard right next to the tightrope that 
leads to Page 11. 


Pages 11 and 12 


Page 11 is located on the second tight- 
rope strewn between the adjacent build- 
ings. You'll see it clearly from where you 
stood when grabbing Page 10. Page 12 
is in the middle of the extremely long 
tightrope that crosses over the street below. 


Pages 13 and 14 


You'll find Page 13 atop the water 
reservoir, and Page 14 is right next to 
the extendable ladder, just past the 
reservoir. Use the Action button to initi- 
ate the ladder, then descend to ground 


aes pea you should have 14 pages before you descend from M ISSION 3: TH E POSTMAN 
the roottop. 
paye 15 ALWAYS RINGS THRICE 


Page 15 is atop the stack of boxes only 
20 feet from where you get off the lad- 
der. You'll have to maneuver the single 
crate over to the taller stack in order to 
get the height required on your double- 
jump. With the crate in place, grab the top ledge and pull yourself up 
as shown. 


With all 15 Script Pages in the bag, head back to Damone—marked by 
the glowing green circle—to complete this mission. 


Make your way to the Mailroom (the 
glowing yellow dot on the minimap), 
and you'll find “Merv the Perv’ tucked 
away in the eastern wing of the first 
floor. Speak with him to receive your 
third mission. 


You'll find the mail buggy just outside the door next to Merv’s office. 
(It’s also marked on your minimap in case you get lost inside the Mail- 
room.) Drive it over to the glowing green circle on your minimap— 
right next to the Theater—to initiate your first package delivery. 
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Package 1: Executive Offices 


et i 


Run across the street from the Theater and you'll find the Executive 
Offices. Enter through the large glass doors in the front and dash 
straight to the elevator. Access the control panel, select floor “P,” and 
you'll be dropped off in Larry’s penthouse suite. Talk to Larry and 
you'll complete the first package delivery. 


Package 2: Damone’s Trailer 


Get back to the mail buggy (the green dot on your minimap), and the 
second delivery location will appear. Damone’s Trailer is highlighted 
by the glowing green circle. After giving Damone his package, head 
back to the mail buggy and your next destination will appear. 


Head over to the Reception Building and deliver the final package to 
the girl in the northernmost office on the second floor. You'll know 


you've found the right girl by the large green arrow floating over 
her head. 


With the final package delivered, get back in the mail buggy and park 
it in the green circle next to the Mailroom to complete the mission. 
Speak with Merv again to get the assignment for your next mission. 


MISSION 4: ONE CAMERA, Two 
GIRLS 


Yet again, you'll find Damone hanging out right next to his trailer, 
as marked on your minimap. When you talk to him, he gives you a 
camera along with two girls to go photograph. 
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Get back in your vehicle and cruise over to the Reception Building. 
Head to the second-floor office area to initiate a prompt that lets you 
know the two girls are walking just outside the Reception Building. 
Exit the building and you'll see a glowing green circle that initiates the 
five-minute countdown timer. 


| 
Yi 
\' 


BYTANIC 
DREAMSCAPE 


LAFFER STUDIOS— 
PART 4 


The only way to get in position for the photos is via the tightrope that 
connects the Mailroom to the Reception Building rooftop. Sprint over 
to the Mailroom and take the staircase that leads up to the second 
floor. Exit through the door, and access the roof with a double-jump. 
Creep over to the tightrope, crossing it carefully, and you'll arrive on 
the ledge just above the two girls for the photo shoot. 


The five-minute timer is MORE than generous, as this whole sequence 
can be done in less than one minute. Take your time and you will 
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have no problems at all. Enter the glowing green circle when you’re 
ready to begin snapping photos. 


This sequence is fully automated except for the onscreen button 
commands you must follow to actually snap the photos. When the 
respective button appears onscreen, press it and you'll get credit for 
that photo. If you accidentally press the wrong button, you'll simply 
start over from the beginning. After a series of four photo prompts— 
with random buttons required on each attempt—you’ll complete this 
section and initiate a brand-new five-minute timer. 


With the photos in hand, it’s time to head back to Damone for the 
delivery. You can sprint to his trailer in about one minute, so don’t 
worry too much about the time; there’s more than enough. But if 
you’re really worried, just grab a vehicle and cruise on over. Walk into 
the glowing green circle and Damone will thank you for the shots. 
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The final step of this mission is to return to the Mailroom and drop off 
the remaining shots to Merv. Enter the glowing green circle inside his 
office and you'll initiate a brief cutscene, concluding the mission. Talk 
to Merv immediately after you get the Mission Complete screen, and 
he will assign your next mission. 


MISSION 5: SCANDAL 


This mission begins with a two-minute countdown timer. This is plenty 
of time to grab the buggy and drive to the front of the Reception 
Building, so don’t panic. The buggy is right outside the Mailroom 
door, and you need to drive for only about 15 seconds to the glowing 
green circle located in front of the Reception Building. 
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Using the northern entrance, go into the Reception Building. Kip is 
on the second floor, inside his office. Enter the glowing green circle to 
initiate a short cutscene where Kip informs you that the very special 
package wasn’t intended for him but rather is for Damone. 


The “journalist” is just outside the 
ea Reception Building, as marked on 
your minimap. Enter the circle to 


You'll have exactly two minutes to make it over to Damone’s once you 
pick up the journalist. You can do this in less than 30 seconds with 
solid driving, so again, don’t panic and start crashing into things. 
Drive cautiously and you'll reach Damone’s trailer with over a minute 
to spare. Drive into the circle to complete this mission. 
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Remember, you can take any vehicle in the game, even if someone else 
is driving it. Just step in front of the moving vehicle and use the Action 
button to take control. 


A short time after completing this 
mission, your cell phone rings, and you 
are instructed to head to the Executive 
Offices to meet with Denise. When you 
arrive, enter the building and use the 
stairs or the elevator to reach the third 
floor. Denise is in the northeastern 
corner and is marked with an excla- 
mation point over her head. Talk to her 
and she'll assign your next mission. 


When you arrive at Soundstage 1, access the control panel next to the 
northern door to get inside. Jog to the glowing green circle, and you'll 
view a short cutscene with Hugh, the director. This whole section 
should take around two or three minutes. 


This mission begins with a six-minute countdown timer. Don’t fret; Following the cutscene, your countdown timer will continue from 

it’s plenty of time. First, exit the Executive Offices building and finda —_ where it left off in the first section. The Theater is only a 20-second 

vehicle anywhere near the entrance. If you can’t find one, just start drive from Soundstage 1, so you'll have plenty of time to get there. 

sprinting toward the mark on your minimap and you'll eventually find When you arrive, enter through the front door and ascend the main 

someone driving a vehicle you can “buggy-jack.” staircase until you see the glowing green circle. You'll find Clark 
inside. 


a 
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MISSION 7: DIRECTOR—PART 1 


Again, your countdown timer is cumulative and still ticking down. 
=. Driving Clark back to Soundstage 1 should take only about 30 seconds, 
IUDIOS: so you should still have ample time to complete this task. Access the 


button to open the main doors, and enter the glowing green circle Hugh will walk bes through the methodology behind directing porn 
inside to complete this mission. movies. It’s a pretty simple concept but is subjective, because there 
are only three cameras from which you can swap at any time. There 
really aren’t many choices or ways to screw up. In general, focus on 
the exact moments when he’s making the transitions from longer 
shots to tighter shots. That is what tends to earn higher scores during 
the review process. 


AD 
AT 


UI 


After completing “Jurassic Clark,” 
you can either continue with the main 
story or you can begin the first three 
Seduction missions, which are now 
unlocked. All the Seduction missions 
are optional, so the walkthroughs for 
these appear in the “Optional Missions 
Walkthrough” section. If you want to 
continue with the regular Story mode, 
talk to Hugh (the director) again and 
he'll take you through the director 
tutorial. 


ieee bh Continue e-LASSIFI 
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After the tutorial, Hugh lets you direct your own version of the same 
scene he just walked you through. Try to keep the camera focused on 
tight shots when the two actors are close to each other, and switch it 
to the more distanced shots when they separate. You can tell if you’ve 
made a positive or negative adjustment by watching the scoring meter 
to your upper right. If it starts cranking upward, keep it on the scene 
you have. If it slows down or starts going down, you’ve screwed up 
royally and need to switch cameras. Try to time your cuts in time 
with the scene, and don’t get too crazy on the camera-switching. 
Keeping the scene focused with the same camera for 10 seconds isn’t 
abnormal. 
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If you successfully complete all four director minigames, you unlock the 
Old Silver-Tongue Award Trophy/Achievement. 


io 


After completing the director mission, speak with Hugh one last 
time, and he'll assign your final mission, “A Fistful of Larry.” 


Enter the Prop Workshop from the east and proceed down the hall 

_ into the main storage room. You'll find the Cowboy Outfit on the top 
shelf in the room’s center. It’s sort of tricky to grab, because the room 
is littered with props that you can’t climb on. The easiest way to reach 
the top is to grab the ledge closest to the door, then pull yourself up 
and jump to the next ledge. When you pull yourself up the second 
time, just walk to the shelf’s end and grab the outfit. 


If you want to switch in and out of 
costumes, head to Larry's Trailer 
(marked on the minimap). Inside you'll 


find a wardrobe containing the costumes 

you've acquired thus far. All the 

wardrobes, including the one inside the Costume Workshop, are 
connected, so you don't have to go to a different destination to get 
into a specific costume. 


With the Cowboy Outfit in your 
possession, head next door to the 
Costume Workshop. Change into 
the outfit by approaching the 
wardrobe in the back room. Once 
you’re changed, head outside, 
grab a vehicle, and go to the Wild 
West Backlot. 


You'll find the entrance to the Wild West Backlot in the map’s far 
southwestern corner. The security guards will let you pass through the 
gates only if you’re in costume, so make sure you switch before you 
approach them. The glowing green circle is in the town’s center, as 
marked on your minimap. 
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Completing this mission finishes up 
the first chapter of Story mode and 
unlocks the next chapter, Wild West 
Dreamscape. 


You must defeat three thugs as part of the scene in Hugh’s film, and 
you have only one method of attack. Alternate between the Attack 
and Block buttons to make quick work of the three thugs. A few tips 
for combat: 


1. The enemies can and will hurt one another, so keep them lined up so two foes 
punch and kick each other while you focus on the other one. Do this until you 
defeat all three enemies. 


2. The best combo is the one-two punch, then block. If you tap the Attack 
button immediately after blocking an incoming attack, you will throw out a 
counterattack. 


3, Enemies never regenerate health like Larry does, so if you feel more 
comfortable getting in one or two hits, then running away to avoid incoming 
damage, go for it. This is an effective—albeit much slower—technique. Each 
enemy takes 10 hits to finish off. 
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MISSION 1; PLAINS, TRAINS, AND 
HORSES? 


Mount the horse, and you control it the same way you control Larry 
on his own—that is, forward goes forward, jump makes the horse 
jump, and the sprint still works (although it’s unlimited while on the 
horse). Ride the horse through the first few sections, passing through 
the green checkpoints as you go. 


After you clear the fourth checkpoint, a brief cutscene will show the 
oncoming train that you must catch up with. A one-minute countdown 
timer appears as soon as this section begins, so it’s important to hold 
down the Sprint button as you clear the six logs or you will not make 
it in time. 


While you are on the horse, jumping is a bit delayed; therefore, you 
must buffer your jumps a little earlier than normal to clear the logs 
without being stopped in your tracks. If you do it correctly, you will 
have anywhere from 15 to 20 seconds to spare. This first mission is 
complete after you pass the glowing green checkpoint. 


MISSION 2: THROW LARRY FROM 
THE TRAIN 


For the first action sequence, follow the button commands that ap- 
pear onscreen. You must stand up on the horse, jump from the horse 
to the train’s side rail, and then pull yourself up and over the railing 
onto the caboose. The sequence is scripted with random button-press 
requirements for every separate attempt, but you have almost three 
full seconds after each button is shown onscreen before you 

actually fail. 
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Once you’re on the caboose, climb the ladder and traverse the first 
few cars by jumping over the various boxes and ledges. Be careful 
when you’re jumping from car to car. If you miss, even slightly, you’ ll 
fall between the cars and get smashed by the train. 


On Ginger’s car, you must first fight one bandit by himself, then two 
bandits simultaneously. After you take out the first one, let your 
health fully recharge before you hop over the barrels and engage the 


BYTANIC before you h 7 
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bandits so they hit each other as they try attacking you. After you 
He SUMS defeat all three bandits, you successfully save Ginger. 


Pull the crate that is next to Ginger over to the car’s edge. Use this to 
double-jump to reach the next part of the train. Yet again you'll have 
to fight three simultaneous bandits. In this particular fight, keep your 
back against the logs and fight from a corner so you don’t get sur- 
rounded. You’ll eventually wear them all down. Drag the crate from 
one end of the car to the other, and use it to get the necessary height 
to make it up and over to the next train car. 


The next car contains Amy and Jenna. You must beat three more 
bandits before you can rescue the two damsels in distress. Utilize the 
same techniques you used on the last car, except make sure you fully 
heal before facing the final bandit. It should take only about a minute 
to regain all your health, so it’s definitely worth waiting for—you 
don’t want to die on the last bandit and have to redo the entire sec- 
tion. After saving Amy and Jenna, continue to the next train car. 
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Use the double-jump to reach the bales of hay on the next car. 
Because of the hay sticking out overhead, you can’t pull yourself up; 
therefore, shimmy across the left side and jump to the next series of 
bales. Once you’re on the second series, pull yourself up and jump 
over to the final train car. 


The three levers each have a rust spot on their respective adjustment 
panel. Line up each of the three levers with the rust panels until you 
hear the click, then stop. Once all three levers are in the correct posi- 
tions, you complete the mission. 


MISSION 3: GUNFIGHTER (SMALL 


EDITION) 


You'll find the glowing green 
circle just in front of the saloon in 
the town’s center. Enter and you'll 
be thrown into the middle of an 
intense shoot-out with the Ass 
Bandits. You’ll encounter three 
waves of foes. You can use the 
barrels atop the bar as cover dur- 
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APPENDICES 


ing the firefight, but bullets will still get through from certain angles. 
Your best bet is to hug the left barrel (since Larry is right-handed and 
more of him is covered this way), and take out the bandits as quickly 
as possible. 


ALWAYS aim for the TNT barrels 
in order to kill enemies with 
splash damage! 


Wave 1: The first wave is only 
three bandits. Remember, it takes 
two shots to kill one bandit. 


Wave 2: The second wave consists 
of four bandits, followed by two 
more bandits who come down 
the stairs. If you’re low on health, 
let the last bandit linger as your 
health recharges for the next 
wave. In other words, kill every- 
one except the last guy—prefer- 
ably one who’s the least likely to 
harm you. 


Wave 3: The final wave has four 
bandits—one at super-close 
range—followed by two more 
bandits who come down the stairs 
after you kill the first four. 
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This is by far the hardest section of the game up to this point, as it 
actually requires a great deal of precision aiming while moving, along 
with extremely quick responses as to where your targets are located. 
The best method for this section is to create an exact pattern with 
which to fire at the bandits, along with where to aim and turn im- 
mediately after making the shots. 


Bandit 1 


This guy is straight in front of the 


Bandit 2 


Turn slightly to your right and you'll see 
him hiding behind the pole in front of 
the store. Again, three quick shots to the 
TNT barrel and he’s done. 
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saloon. Hit the TNT barrel and he’s toast. 


LARRY AWARDS APPENDICES — 
Bandit 3 


This foe is farther to the right, up on 

the water tower. You'll need to turn and 
shoot him quickly, before he tosses the 
flaming TNT barrel down at the carriage. 


Turn another 30 degrees to the right 
and you'll see the next three bandits. Hit 
the TNT barrel underneath the wooden 
deck, and you'll get all three of them 

at once. 


As the carriage moves forward, shoot at 
the two bandits on the ground level as 
you approach. As soon as the top bandit 
comes into view, hit the adjacent TNT 
barrel, then immediately refocus on 

the two lower bandits. If you do this 
right, you can kill them all with only two 
reloads. 


Banilits 10, 11, and 12 


Turn 180 degrees and look toward the 
deck above. Hit the TNT barrel first, 
taking out the first two bandits. You can 
clip the remaining bandit even while 
he’s standing behind the wooden barri- 
er. Nudge your gun ever so slightly until 
it turns red, representing a clear shot. 
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m=) Turn 180 degrees, and look up on top 

m) of the building first. Focus first on the 

mi guy throwing the flaming TNT barrels, as 
they hurt a lot more than the gunshots. 


Bantlits 16, 11, and 18 A three-minute countdown timer will begin as soon as this cutscene 
The first two are hiding around the ends. Unlike previous timed events, you will NOT have much time to 
corner to the left of the carriage as it waste on this one. This can be a little confusing, so consider following 
moves forward. Hit the TNT barrel in the our screenshot walkthrough: 
middle of the two to get them both with 
the splash damage. The other bandit is 
hurling TNT barrels from the rooftop of 
the adjacent building; transition to him 
immediately after killing the first two 
or you’ll be soaking up incoming TNT 
barrels. 


1. Quickly jump to the first ledge and 
start climbing up the various chunks 
and rocky outcroppings. 


2. Wall-jump six or seven times to make 
Bandits 19 and 20 it through the channel area. 


up on the balcony. There are no nearby 
TNT barrels, so you must place six shots 


on each bandit to take them out. 3 Grab this nearby ledge and pull 


yourself up to the next one. Shimmy 
across and pull yourself up on the 


Bandits 21 and 22 other side. 


The last two bandits are on the right 
side of the barn that the carriage moves 
past. They immediately start throwing 
TNT barrels, so you must hit them as the 
Carriage is moving. If you wait until it 


the next set of ledges. 


and probably won’t survive. 
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5. Jump to this set of outcroppings, 
then turn around and jump up to the 
next one. 


6. Tiptoe across the super-thin piece 
of land, much like you would when 
walking a tightrope. 


7. Jump up to this ledge and shimmy 
across to the other side. Drop down 
only when you're clear. 


8. Use the Action button to fall off the 
ledge while grabbing each of the 
indented ledges below. Move Larry 
forward as you fall to ensure you grab 
the next ledge. 


9, Push the boulder onto the carts 
blocking the path. 


10. Drop down using the next set of 
ledges until you eventually see the 
slowing green circle next to the 
carriage. 
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11. Jump on the nearby horse and 
head back to the saloon in town to 
complete the mission. 


A LI ) WE TOWNSFOLK 


In an attempt to locate the prospector, you must talk to a series of 
people scattered around town. The following list, with screenshots, 
will help you find all the townsfolk. 


1. The first townsman is standing outside 
the Stoney Butte Express storefront. 


2. The second one is standing atop the 
“Hangings! Barn Dances!” sign, just 
next to the water tower. 


3, The third one is on the second-story 
balcony of the saloon. The only way 
to reach him is to double-jump off 
the window behind the saloon, then 
grab the ledge and pull yourself up 
as shown. 


4, The fourth townsman is standing right 
in front of the hardware store. 
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view of what you’re about to traverse in order to reach the prospector. 
Like the previous mission, this can be a complicated trek, so follow 
the series of screenshots here: 


5. The fifth one is front of the bakery and fm 
dry-goods store. me 


1. Descend by jumping from rock to rock. 


6. The sixth one is standing directly in 
front of the jail. 


2, Jump over the gap and grab this ledge 
to shimmy across. Jump the gap to the 
next ledge. 


7, The seventh townsman is standing in 
front of the Mornin’ storefront. 


3, Drop down and navigate this sequence 
of overhangs and indentions. 


After you talk to the last person, 

you find out that the prospector is 

quite a distance from town. Grab 

a horse and head out past the 4, Once you make it past the last 


bridge and into Sandy Crack Can- overhang, drop down and run toward 
yon, as marked on your minimap. the cave 
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5. You'll find the prospector at the end 
of the cave. 


Speaking with the prospector completes this mission and assigns you 


When you arrive in Sandy Crack Canyon, ride past the cargo lift and the next one. 
out to the cliff’s edge, as shown. A short cutscene shows you an over- 
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DYNAMITE! 


Take the elevator topside and mosey on over to Poonstone. When you 
arrive in town, head to the saloon’s rear and stand atop a horse to get 
the height required for a double-jump onto the balcony. It’s a compli- 
cated maneuver but possible with a few attempts. Enter the glowing 
green circle to initiate the photo sequence with Ginger. 


You must follow the onscreen button commands to obtain four pho- 
tographs of Ginger. The button commands change every time you at- 
tempt to take a photo, so be ready when the sequence starts. As with 
the previous photo mission, you'll have roughly three seconds before 
you fail for not inputting a command fast enough. Take your time and 
enter the correct commands to complete this objective. 
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You'll find Jenna hanging out by the bar inside the saloon. Much 
like the Seduction missions, you must correctly answer a series of 
five questions in order to get the information you seek regarding the 
dynamite. It’s pretty fun to play around with the incorrect responses, 
but when you’re ready for the correct answers, here they are: 


Answer #1: “Wasn’t me. Hey don’t | know you?” 
Answer #2: “You're on. Lets get drunk!” 
Answer #3: “You could call me a maverick.” 
Answer #4: “I’m planning a memorial heist.” 
Answer #5: “You need a good scoundrel.” 


After the series of questions, 
head upstairs to Jenna’s room, 
and you'll find the first piece of 
Dynamite on her dresser next to 
the stack of sex toys. 
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Leave the saloon and you'll see a glowing green circle just in front of 
the undertaker’s building. Enter the building to read the note and 
obtain some new information. Grab a horse from town and ride up 
to Booty Hill, as marked on your minimap. When you arrive at the 
cemetery, you'll find another glowing green circle. Enter it and dig up 
the grave containing the second piece of Dynamite. 


Head back to Poonstone and look for the stack of boxes in between 
the bank and the meat market. Jump atop the crates to gain the extra 
bit of height needed to make it up to the meat market’s roof. From 
there, execute a dash and leap off the ramp so you can catch the 
trellis on the side of the bank. Climb up the trellis and you’ll be on 
the bank’s roof, right near the green arrow pointing to the skylight 
entrance. 
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DREAMSCAPE With both pieces of Dynamite in hand, return to Sandy Crack Canyon 
and ride the lift down to the prospector. Give him the photos of Ginger 
LAFFER STUDIOS— and he’ll give you the final piece of Dynamite, completing this mis- 
PART 4 sion. Return to town when you’re ready to rob the bank. 


After you drop through the skylight, sneak past the guards into the 
westernmost room and you'll find the Skeleton Key. If at any point you 
are detected by a guard, you'll have to fight him. They are pretty easy 
to avoid if you stay out of their flashlight’s “cone of sight.” 
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With the key in hand, continue sneaking past the guards as you prog- 
ress toward the green dot on your minimap. Unlock the door with the 
key and head down to the lower floor. Enter the glowing green circle 

behind the teller’s counter to initiate a short cutscene. 


Like on the upper floor, guards are running regular sweeping patrols, 
so you must quickly sneak into the room with the moveable crate and 
slide it onto the gray floor panel. When it’s positioned correctly, you'll 
hear it click and the locked doorway to the safe room will open. Enter 
the safe room and set the Dynamite to blow the safe apart. After the 
cutscene, interact with the safe to complete the mission and acquire 
your next assignment. 
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The object of this sequence is to shoot five women and four horses 
within the 60-second time limit. Every woman or horse you shoot will 
add another two seconds to the timer, so you theoretically have up 
to 78 seconds to complete this task. If you hit any men, you’ll lose 
points, so make sure you don’t just fire randomly into the crowd. 
Always go for the women first, since the horses are stationary targets 
and are easy to acquire all in a row. 


If you can land an rear end or 
chest shot on any of the women, 
you'll add five seconds to the 
clock rather than two! 


You'll see a glowing green circle 
in front of the livery and the feed 
barn. Enter it to complete this 
mission and access the final mis- 
sion of the Wild West Dreamscape. 
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After talking to the fifth towns- 
man, you find out that Amy is lo- 
cated at the Ranch. Grab a horse 
and head past the cemetery. 
You'll eventually see a path lead- 
ing up and to the left. Follow it to 
initiate a short cutscene. 


MISSION 8: STINKY AND THE 
BANDITS 
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Talk to the various townsfolk in order to locate Amy. Most of them 
give you the runaround, but it’s part of the mission, so we’ve made a 
quick location list for you to follow: 


1. The first townsman is in front of the 
Mornin’ storefront. 


2. The second one is behind the jail, 
wandering in the fenced-in area. 


Moving in the Cactus Suit isn’t easy, because you’re pretty much 
always wobbling one way or the other. Just go with the flow and 
eventually you'll get to where you’re pointing. It’s a slow process, but 
luckily there aren’t many obstacles in your way. 


3, The third one is on the second-floor 
balcony of the saloon. 
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4, The fourth one is walking in front of 
the Stoney Butte Express. 


The object is to reach Amy without getting hit by any of the roving fart 
clouds. If one gets close, simply press the Action button to tuck inside 
the cactus, and the cloud will not be able to affect you. There really is 
no magic path, but we found the best route is slightly to the left and 
past the crates of beans, then directly up to the water trough. When 
you step into the glowing green circle, you’ll be forced into the last 
section of the Wild West Dreamscape. 


5. The fifth townsman is way outside of 
town, ona train car. The only way to 
reach him is to climb on the side of a 
car and make your way over to him. 
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There are five Ass Bandits hiding among the various crates, barrels, 
and other objects in the field. They take anywhere from five to six 
shots each, so you'll need to focus fire if you’re aiming directly at 
bandits rather than the TNT barrels. As with the previous shoot-out, 
the best strategy is to take cover on the far left (since Larry is right- 
handed) and aim for the TNT barrels to take advantage of their splash 
damage. One barrel will sometimes take out two bandits at once. 


of the Ranch as he throws sticks of dynamite. He takes about 30 to 40 
shots to defeat, and since there is no TNT nearby, standard shots are 
your only method of attack. 
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Kip, the boss of the Ass Bandits, will first appear in the upper windows 
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Strafe from barrel to barrel, mak- 
ing sure you move every time Kip 
tosses a new stick of dynamite. 
The wicks are fairly long, so they 
don’t explode immediately on 
impact. 


You should be able to unload 
one or two full loads of shot after 
every stick he throws. This is not 
a difficult battle by any means, 
as long as you stay moving the 
entire time. 


When you defeat Kip, you’ll have fully completed the Wild West 
Dreamscape. Continue with Laffer Studios—Part 2. 
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As with the previous director’s mission, this one also requires you to 
keep the camera focused on the action. Since Hugh doesn’t give a 
tutorial on this one, use your best judgment as to what to frame and 
when. Remember that you can tell if the shot is good or bad by the 
scoring meter shown in the screen’s upper right. If you see the needle 
jumping up, that means you’re doing a good job. If you see it just kind 
of hanging out or, worse, going down, then you’re screwing up by us- 
ing the wrong cameras at the wrong times. 


After completing the “Wild West Director” mission, you will 
unlock the first three optional Buggy Races. You can either use 
our “Optional Missions Walkthrough” section for tips on these 
or just continue with the regular Story mode by heading to Kip’s 
office in the Reception Building. You can come back for some 
racing action later. 
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MISSION 1: WILD WEST DIRECTOR 


MISSION 2: FLAMING SADDLES 


Grab a vehicle and head over to the Wild West Lot. You’ll find the 
horse hidden behind a building, where all the stuntmen are fighting. 
Mount it and ride back into town, near the Post-Production Studio. 
Remember, horses have unlimited sprinting ability, so make use of it! 


Around the south side of the Post-Production Studio you'll find a small 
amount of rubble on the ground. Stand on it to jump up to the ledge 
above. Pull yourself up and you'll be on the roof. 
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Push the crate over to this stack 
of boxes so you can double-jump 
to the top. Hop over to the green 
arrow and you'll set up the 
fireworks. 


Ride over to the Substation and set up the second set of fireworks. 
This one may look a bit trickier because the structure is so complex, 
but it’s actually easier than the last one. Hop onto the small metal 
ledge, then jump over to the green arrow as shown in the screenshot. 
Pull yourself up, and you’ll be prompted to set up the fireworks. Get 
back on your horse and head over to the Reception Building. 


Leave the horse outside and enter the Reception Building. Go up the 
stairs as you would if going to Kip’s office. However, when you reach 
the top of the stairs, take the door to your left, which leads to the 
rooftop area. You'll see the green arrow just outside the door. After 
you place the last set of fireworks, get back on the horse and bring it 
over to Damone’s Trailer to complete the mission. 


Shortly after completing the previous 
mission, your phone will ring, and 
Denise will ask you to immediately 
return to the Executive Offices. You'll 
find her on the second floor, in the 
northeastern corner of the building. 
When you converse with her, you'll be 
assigned your next mission. 


When you arrive at the Vehicle 
Warehouse, you’ ll find out that 
Al’s gone missing. Collect the first 
clue and you'll begin a 15-minute 
countdown timer; you must 
collect 10 more clues (there are 
11 total) as to Al’s whereabouts 

in this time. The following tips 


should help you whip through them as quickly as possible. It also 
helps to have a vehicle waiting outside the warehouse before you 
initiate this mission. 


Clue 1 


You'll find the first clue on the second 
level of scaffolding that is alongside 
Soundstage 1. It’s right below the spot 
where you had to clean the graffiti off 
the wall in the game’s first mission. 
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Clue 2 Clue G 


Head over to the Theater and access 
the series of ladders on the building’s 
west side. When you reach the roof, 
hop down to the lower level to find the 
sixth clue. 


Head over to Soundstage 2 and ap- 
proach from the southwestern corner 
of the building. There, you'll find a 
stack of boxes that allow access to the 
roof. You'll find the second clue in the 
middle of the platform on the roof, as 
marked by the large green arrow. 


Drive over to the Executive Offices to 
find the next clue inside the pool in the 
front courtyard. 


Clue7 


Immediately drive to the Water Tower 
and park next to the ladder. Climb to the 
top and you'll find the seventh clue in 
plain sight. 


You can hold down the Sprint button while you’re climbing ladders to 
gain a speed boost. This also works on the way down. 


Clue 4 


The fourth clue is on the second-floor 
balcony of the saloon in the Western 

Backlot. Position your vehicle right Clue 8 
below the green arrow so you can jump 
to the roof and lift yourself up without 
a problem. 


Gaining access to the fifth clue is quite 
complex and requires a bit of hustle. 
First, park next to the Mailroom and 
enter through the main door. Exit the 
Mailroom on the roof and use the 
tightrope that connects to the Reception 
Building. When you maneuver along the 
roof to the Reception Building, you'll find another tightrope that con- 
nects to the Executive Offices. Cross the second tightrope and climb up 
the various ledges until you see the floating green arrow (as shown in 
the screen here). 


The eighth clue is only a few hundred 
feet from the Water Tower, located in 
the small channel right next to Sound- 
Stage 4. 


Immediately sprint over to the Vehicle 
Warehouse—which Is not too far away 
from your previous location—and access 
the series of ladders on the building’s 
southeastern corner. When you get up 
on the roof, you’ll see a weird little 
miniature version of Al running around. 
Catch it and you’ll get the ninth clue. 


Ne 
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Clue 10 


The final clue—which is actually Al 
himself—is located near the giant shark 
in the Water Tank. Although the timeline 
for this mission is tight because of the 
15-minute countdown timer, it’s actually 
possible to complete in less than 10 
minutes. Our record is 9:46! Speak with 
Al after the cutscene to initiate the next mission, “Spies Are Us.” 


MISSION 4: SPIES ARE Us 


After speaking with Al, head over to the Post-Production Building 
and enter through the main entrance. You'll find the Phone Tap in 
the southeastern corner of the first floor, tucked away inside a small 


office. 


3 PLANT THE PHONE TAP IN KIP’S OFFICE 


Kip’s office is on the second story of the Reception Building. You 
should be familiar with its location by now. Head upstairs and plant 
the Phone Tap on the green arrow. 


Shortly after planting the bug, three waves of three security guards 
will ambush you. Every guard takes about 15 punches to defeat, so 
this is by far the most difficult fight you’ve encountered thus far. 
Luckily, all the same strategies apply for the security guards that ap- 
plied for the bandits in the Wild West Dreamscape. Remember to line 
enemies up so you're not fighting more than one at a time, and you 
should be fine. 


Head over to the Water Tank and you'll see the radar dish as marked 
on your map. Your objective is to climb the series of pipes, ledges, 


INTRODUCTION 


STORY MODE WALKTHROUG 


and ladders until you eventually see the control panel (marked by the 
green arrow). Our screenshots show some of the key transitions for 
making this objective manageable. It’s a fairly difficult sequence, so 
just take your time and plan out each of your movements. You don’t 
want to accidentally wall-jump off one of the beams when you meant 
to simply double-jump. When you’re 200 feet in the air, there isn’t 
much room for error. If you fall at any point, you’ll fail the mission 
and start over from the beginning. 


When you arrive at the control panel, pull the dish so it’s pointing at 
the camera. You'll know you’re rotating in the right direction when 
the voices begin to get stronger and stronger. Larry will stop automati- 
cally when the dish is fully aligned. 


Climb down from the radar dish and 
zip over to Soundstage 2 to speak with 
Hugh. He'll give you the final mission 
of the chapter, “The Fell Guy.” 


MISSION 5: THE FELL Guy 


Head over to the Costume Work- 
shop and you'll find the Horror 
Costume on the second floor, just 
above the sewing machines. Jump 
up and grab the beam so you'll 
have the necessary height to 
reach the ledge, as shown. 
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As with the previous costume, you can 
now switch in and out of this outfit 

whenever you want. You'll find access 
to all of your costumes at Larry's Motor 
Home and in the Costume Workshop. 


Change into the Horror Costume 
and head over to the northern- 
most point on the studio lot. The 
guards will let you through the 
gate as long as you’re in costume. 


Once past the guards, drive or run 
west, past the dirt track until you 
eventually see the entrance to the 
forest. Head due north and you'll 
see the glowing green circle next 
to Hugh on the film set. Converse 
with him to initiate the cutscene. 


This objective begins with a 
three-minute countdown timer. If 
you have a vehicle nearby, it takes 
only about 25 seconds to reach 
the green dot on your minimap. If 
you’re traveling on foot, it’s about 
a one-minute sprint. Either way, 
there’s plenty of time to reach 

the shovel. 
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Like the previous objective, this one begins with a countdown timer. 
You'll have exactly four minutes to kill all the stuntmen. As soon as 
the scene starts, grab one of the wooden rafters and pull yourself up 
to the scaffolding. You'll avoid 95 percent of the incoming gunfire 
from the stuntmen, so don’t worry about dying; just focus on navigat- 
ing past the explosive barrels. Once you’re atop the scaffolding, cross 
the tightrope that leads over to the Crossbow. Grab it and you'll enter 
first-person mode; your controls will be very similar to those you 
used when handling the gun in the Wild West Dreamscape. Aim at the 
explosive barrels for the quick-and-dirty method. 


f Notice the sweet spread 

Ab action on the Crossbow? Each 
é \ shot is actually five or six 

aie shots grouped together for a 


\ ps nice little cone attack. 
a 


After you’ve killed everyone, head back to Hugh to complete the mis- 
sion and the chapter. 
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ss dot on your minimap to begin the 
Horror Dreamscape. 
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MISSION 1: THE NoT SO GREAT 
ESCAPE 


You'll find the note next to the glowing green circle as marked on 
your minimap. Grab it and you’ll be shown a path to the key sitting up 
in the watchtower. Unfortunately, you won’t be able to climb up the 
tower directly. You must enter the Barn and find a way to cross over 
using the tightrope on the roof. 


Inside the barn are bales of hay that you must move around using the 
control panel in the corner. Unfortunately, it needs fuel. Climb the 
stack of hay in the room’s opposite corner to find the Gas Can. Bring it 
back to the machine and you'll be able to operate it. 


With the machine activated, climb up the ladder and access the mov- 
ing bales of hay. You’ll have to jump on the nearest one first, then 
jump to the small wooden ledge before it turns around. Jump up 

and grab the steel beam supporting the track on which the bales are 
riding, and pull yourself up. Traverse the frame until you find the hay 
bale that brings you over to the ladder in the Barn’s southern corner. 


Climb up the ladder. You must 
then walk a series of wooden 
beams, which is similar to walking 
a tightrope. Time your movement 
so you don’t get axed by the 
swinging pendulums. The camera 
is on a bit of an angle, so take 
these a bit slower than previous 
balance-beam sessions to make 
sure you don’t fall off. 


_| When you reach the top, cross the 
|| tightrope that leads over to the 
P| Watchtower. You'll find the Key 

sitting in plain view. Grab it and 
= view the cutscene to complete the 
|} first mission. 
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MISSION 2: CABIN CREEPER 


Enter the glowing green circle outside the Madman’s Cabin to initiate 
this mission. Once inside, you must sneak past the sleeping madman, 


"Freddy Merv,” without waking him up. Keep a close eye on the meter 
_ in your screen’s bottom right; this lets you know how much noise you 


are making. Your best bet is to tiptoe by barely touching the analog 

stick. If you try to walk or run as normal, you'll immediately fail the 
mission. Any time you make noise and trip the meter, stop and let it 
return to zero before you continue moving toward the glowing green 
circle. 


Before you can grab the Key, you 
must complete a series of four 
random button presses to escape 
the ghoul’s various attacks from 
the cellar. The button commands 
change every time you attempt 
them, but like the Wild West 
Dreamscape sequences, you have 
up to three seconds to press the correct button, so take your time. 
After the fourth attack, you’ll complete the second mission. 
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MISSION 3: TEEN-SEX CHAINSAW 
MASSACRE 


This mission begins with a five-minute countdown timer. The objective 
is to continually light your hair on fire—thereby keeping the madman 
away—as you escort each of the four girls back to their respective 
cabins. The first two girls are easy, because they won’t require you to 
run back and relight your hair. The last two girls, however, require you 
to return to the campfire to get a second set of flames. Remember, the 
madman will go after the girls as long as you’re not protecting them, 
so focus on keeping your hair lit at all times. 


If your fire runs out on the last 
girl, quickly run away from her 
and toward the madman so 

he chases after you instead of 
her. Once you relight your hair 
from the campfire, immediately 
head back to the girl and finish 
escorting her to the cabin. 


=| 
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After saving all four girls, you must follow Merv out past the boats and 
over to the Isle of Sauna. When jumping from boat to boat, take extra 
care to not touch the water at all. It’s roaming with sharks, and you'll 
die almost instantly. To judge the distance between boats, keep an 
eye on Larry’s shadow. If you match up your movements with Larry’s 
shadow, you’ll always get a perfect jump. When you reach the glowing 
green circle on the Isle of Sauna, you complete the mission. 


MISSION 4; THE WICKER WOMAN 


|_| y | — 
|| Light the correct frchby = w 


Set your hair on fire and light the various torches scattered around 
the Wicker Woman, forming a pentagram. You'll have one minute and 
thirty seconds to do this, but additional time is added for every torch 
you successfully light. Once you light them all in the correct order, 
Merv will give you the information you seek, as well as your next 
objective. 


Jump back over the boats to the mainland and cross the bridge just 
north of your position. This will wrap you around the mountain that 
surrounds the Mansion. Follow the main path—don’t worry about 
climbing or exploring anywhere just yet—and you'll find the glowing 
green circle right next to the main door. Enter it to view a lengthy 
cutscene and complete the mission. 


MISSION 5: THE MOB OF THE 
DEAD 


This mission is a straight-up brawl from start to finish. The objective 
is to smash as many zombies as you can within the three-minute time 
limit. You have only two attacks with the shovel—low and high—but 
the majority of zombies take only one hit to kill. In general, just run 
around as much as you can, pick up as many exclusive power-ups 

as possible, and continue killing for the entire duration. When the 
three minutes expire, grab the Ticket that appears in the center of 
the cemetery to complete the mission. The tips below will help you tf 
you're having trouble. 


= | 
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> 


If you're getting overwhelmed, use the crypts to escape from one cemetery to the +©=©Because the Crossbow uses a spread attack, this mission is actually 
next. much easier than the Wild West Dreamscape, where you had to be 
very precise with your shots. 


Sd 


Regular zombies take one hit, but the ones with the football helmets take two hits. 


Zombies with knight helmets can only be assaulted with low attacks, You'll have to occasionally destroy 


« Fae . larger pieces of the landscape 
The “Boomstick” power-up doubles the power of your shovel, eich as ihe fallen tree ortherolle 


The “Killing Spree” power-up increases your speed and attack power. ing boulder. Focus fire on these 
be mad targets as they appear. Once you 
The “Thriller Time” power-up makes the zombies stop in their tracks and dance. make it to the Mansion, you'll 
The “Nukem All” power-up kills every zombie on the screen. complete the mission. 


The “Zombie Slapdown’ power-up lowers your Zombie Slap meter, essentially 
giving you more health to survive, 


a 


- 


> 


a 


- 


As you progress through this 
sequence, you'll collect pieces 

of the skeleton body. They are 
impossible to miss, since the car- 
riage is on autopilot. Stay focused 


The Nukem All power-up 


is a great way to boost : 
your zombie total. If you on the enemies and you collect 
see one appear, make the pieces automatically. 
’ 
sure there are as many 
zombies on the screen as 


possible before you grab 
it. Our record is 144 zombies! The power-ups are available for only 
about 20 seconds, so sometimes it’s a bit of luck as to which ones 

appear and when. 


MISSION 7: CHILDREN OF THE 
MAIZE 


This is the most difficult climbing sequence in the game thus far. First, 
pull out the boulder from underneath the wooden platform, and use 
After the cutscene between missions, you'll ride the carriage and it to get on top. Climb the vines to the very top and jump toward the 
navigate through a series of hazards. Use the Crossbow to take out beam directly behind you. Gauging this jump is quite difficult and 
enemies—especially the explosive barrels—as you continue forward. — requires a few attempts to get right. 
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Although Igor has a godly amount 
of health and requires anywhere 
from 175 to 200 Crossbow shots 
to kill, you'll be landing arrows 

in batches of 5 to 10 at a time, 

so it goes pretty quickly. When 


When you finally catch it, traverse the beams to the wall’s opposite 
side. Wall-jump back and forth until you can reach the next highest 
wooden ledge. Pull yourself up, then jump to the next ledge until you he charges his lightning weapon, 
finally reach the set of balance beams. Cross the beams, and you'll keep a pillar between you and 


have to wall-jump one more time (this one’s much easier) and grab him so the structure deflects the beam. As soon as he’s done shooting, 
the ledge In order to shimmy across to the door. Enter the door and get back into position and start unloading. Igor has three phases, as 
you'll see the entrance to the maze on the other side. detailed below. 


Phase 1: He stays in this phase until he’s 
reduced to 50 percent health. 


Phase 2: He behaves exactly the same as he 
did during phase 1, except now he’s 
summoning zombies to bother you. 
Stay focused on Igor and only go for 
the zombies if they get in the way. 


Getting through the maze isn’t exceptionally difficult, but when the 
zombies appear, they’ll prevent you from passing wherever they’re 
located. You cannot fight them, so just walk behind them slowly until 
they allow you past them. The first path that branches is the one you 
want to take. Don’t veer left or right. Just stay on that northern branch 
and follow the second zombie. When you reach the end, you'll view a 
lengthy cutscene and initiate the next mission. 


Phase 3: At 25 percent health, Igor switches 
to his final phase, which is a charged 
area-ol-effect (AE) attack. To avoid 
the AoE attack, keep about 50 feet 
of distance between the two of you. 
Continue unloading with the Crossbow 
and you'll eventually finish him off. 


MISSION 8: DRACULA’S MONSTER 


=| 
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First, run over to the knight statue 
on the second floor and push it 
off the edge. When it lands below, 
drop down and push it over to the 
small square emblem, as shown 
in the screen here. 


The second and third statues are to the right and left of the main 
staircase, respectively. The object is to pull the statues over to the 
Opposing sides, directly on the silver tiles, so that the two chandeliers 
drop from the ceiling. The statue with the shield goes in the slot with 
the shield, and the statue with the sword goes in the slot with the 
sword. Quite simple. 


With all three statues in place, 
head back to the second floor and 
hop across the chandeliers and 
onto the ladder. Climb up and 
you'll complete both the mission 
and the Horror Dreamscape. 
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As with the previous film, keep the camera focused on the action. 
There’s usually a camera showing completely useless footage—an 
obvious signal not to use it—so most of the time you’re switching 
between only two cameras. 


After completing the “Horror Director 
Game,” you will unlock the second 
set of optional Buggy Races. You can 


PART 4 


either use our “Optional Missions 
Walkthrough” section or just continue 
with the regular Story mode and come 
back for them later. 


If you’re going to continue with Story mode, head to the Reception 
Building and speak with your best friend Kip to get the next mission, 
“Skylight Robbery.” 
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MISSION 1: HORROR DIRECTOR 
GAME 


MISSION 2: SKYLIGHT ROBBERY 


This mission begins with a 
ten-minute countdown timer. 
Within that ten minutes, you must 
disarm the three sets of fireworks 
you set up in an earlier mission. 
They are spread throughout 

Laffer Studios. The first box is 
right outside Kip’s office, on the 
Reception Building’s roof. You'll have to fight a security guard before 
you can disarm the box. 


The second box is on the roof of 
the Post-Production Building. Ac- 
cess the rubble alongside the wall 
to pull yourself up to the ledge. 
From there, hop up to the roof 
and drag the single crate over to 
the stack of taller crates; use it 

to get atop the stack. The second 
batch of fireworks are just above the crates. As with the previous 
batch, you must defeat a lone security guard next to the fireworks. 


The last box of fireworks is on 

top of the Substation. Jump up as 
you did in the previous mission, 
from the opposite side of where 
the box of fireworks are located. 
In the middle of the structure is a 
beam that connects the two sides. 
Cross this beam and then execute 
a sprint-jump to make it across the gap. Continue to tiptoe down the 
center beam until you reach the box and disarm it. 
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You'll find Al standing near the 
= base of the ladder by the Water 
~\L_J Tower. After the cutscene, you'll 
| } complete the mission. 


Wee 


After completing “Skylight Robbery,” 

the second set of Seduction missions (4 

and 5) become available. You can either 

continue with those in our “Optional 

Missions Walkthrough” section, or you 

can go speak with Denise in her office on the third floor of the 
Executive Offices. This initiates the next mission, “Fingering 
the Mole.” 


MISSION 3: FINGERING THE MOLE 


Head over to the Reception Building and you'll find Kip dashing 

out of his office with a box of explosives and two security guards 
trailing close behind. After the cutscene, you'll initiate a five-minute 
countdown timer, so get to the Post-Production Building as quickly as 
possible. When you arrive, use the rubble toward the building’s rear (a 
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familiar route by this point), and drag the crate on the roof over to the 
taller stack of boxes already there. Defeat the two security guards, and 
reach the glowing green circle to initiate the photo sequence. 


Like the previous photo missions, 
you must snap a series of two 
photos. After taking the second 
one, Kip moves to his next loca- 
tion, so you'll need to stay on 

his tail. 


. 


~~ 


Climb up the stack of crates behind the Costume Shop so you can 
jump across to the stack of boxes adjacent to the Prop Warehouse. 
This is the quickest way to the roof that we’ve found. Once on top, 
head to the green circle to begin the next photo sequence. 


Yet again, snap two photos of Kip. 
The onscreen button commands 
are random for each attempt, but 
you'll have plenty of time (about 
three seconds) to input the proper 
command before they fail you. 
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hidden on the second floor. Climb the stairs and use the wooden table 
as a booster so you can reach the ledge just below the outfit. Pull 
yourself up and you'll have no problem grabbing it. 


As with the previous costumes, you can 
now switch in and out of this outfit 
whenever you want. You'll find access 
to all of your costumes in Larry's Motor 
Home and in the Costume Workshop. 


Head back to the Executive Offices and access the main elevator. 
Select the floor labeled “R,” and you'll go directly to the roof. (This 
gives you access to the service elevator.) Enter the glowing green 
circle to begin the final photo sequence with Kip. After you get the 
photos, return to Denise (on the third floor of the Executive Offices) to 
complete the mission. 


77k Shortly after you complete the previous 
wine mission, your phone will ring. Hugh 
® E) wants you to meet him at Soundstage 
3. When you speak with him, you'll 
receive the final mission of this 


chapter, “Salvaging the Situation.” 


Zip next door to the Costume Warehouse and change into the Bytanic 
Costume before heading back to meet Hugh in the Bytanic Backlot. 
Note that you'll be able to get through the gates and past the security 
guards now that you have the proper attire. Once you reach him (he’s 
marked on your minimap), speak with him to get your last objective 
of this chapter. 


MISSION 4: SALVAGING THE 
SITUATION 


You'll have exactly four minutes to collect the seven crates using the 
provided crane. Although it sounds and looks incredibly simple, the 
Crane operates in slow motion, and judging the depth of the hook as 
you adjust the body of the crane all combine for one heck of a compli- 


Head over to the Prop Warehouse and you'll see the Bytanic Costume 
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cated situation. When you have the arm in the correct spot to pick up 
a crate, a small “Pick Up” prompt will appear in the screen’s bottom 
left corner. After you pick up all seven crates and drop them into the 
glowing green circle, you'll complete the objective and the mission. 


During the cutscene breaks in 
hetween each successful crate 
drop, position the crane arm so 
that it points back toward the 
crates. When you start the next 
crate, the arm will be realigned. 
This saves an incredible amount 
of time! 


= Situation” mission also completes this 
Pyke) chapter. Walk up the nearby set of 
stairs, next to the Bytanic billboard, 
and enter the final dreamscape of the 
game, the Bytanic Dreamscape. 


R 
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MISSION 1: MAST AND 
COMMANDER 


Talk to the man in the black suit, located a few steps from your 
starting point. After you converse, head over to the nearby crane and 
speak with the ship’s captain. He’ll ask you to retrieve the Flag that’s 
stuck up above the rope near the stern of the ship. 


To reach the Flag, first climb up on the railing and double-jump to the 
lower of the two ropes. Once you’ve grabbed it, pull yourself up and 
tiptoe toward the bow of the boat until you’re almost as far as you can 
go. When you reach the end, turn around, and execute a double-jump. 
You'll get an extra boost from the rope’s momentum and will be able 
to grab the top rope. Pull yourself upright and tiptoe back to the stern 
to grab the Flag. 


If you fall off the ship at any time, you'll die im- 
mediately, Make sure you don’t execute any sloppy 
wall-jumps near the ship’s side railings. 


With the Flag in hand, drop down from one rope to the next so you 
don’t take massive falling damage and kill yourself; then approach 
the winch to automatically mount the Flag on the mast. Random but- 
ton commands will appear onscreen as you raise the Flag, so just keep 
tapping the required button and the Flag will be at full mast in no 
time. When the flag reaches the top, you complete the first mission. 
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MISSION 2: CRANE MAN MISSION 3: DAS BOOZE 


Speak with the various people on 
the ship, as marked by green dots 
on your minimap. (They are all 
easy to find and out in the open, 
on both the B- and C-Decks.) 
When you reach the seventh per- 
son, he’ll tell you that alcohol can 
be found in the ship’s cargo hold. 


First, operate the crane on the left until the arm is in position to grab 
the box from the cargo hold. Much like the previous crane mission, 
you'll know the arm is in the correct position when you see the “Pick 
Up” prompt appear in the screen’s lower right-hand corner. Drop the 
box just slightly left of the hold, then leave the crane and go down to 
the C-Deck to push the crate by hand. Maneuver it as far to the right 
as possible, near the stairs (as shown in the screenshot). 


Once the box is in position, access 
the crane on the right and move 
the box up and over the divider. 
Return back to the box on foot 
and push it toward the glowing 
green circle to complete the 
objective. Much like the cactus suit from the Wild West Dreamscape, use the 
pipe suit as cover while you sneak past the guards’ flashlight beams. 
If you see a guard nearby, hit the Action button and you'll tuck down 
into the vent, making it look like it’s truly part of the ship. Wandering 
through the zigzagging aisles takes time, so be patient. When you 
Stand atop the crate you just reach the end of the aisle, you'll see the bottle of Booze sitting in the 
pushed into position so you can corner. Grab it and you'll initiate a cutscene with the drunken man, 
pull yourself up and over the where you get the bottom half of the Suit Costume. 
ledge onto B-Deck. Sneak through 
the hallway to your left to find 
the drunken man standing next to 
the glowing green circle. 
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You still need a hat for this 
costume to be complete. 
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MISSION 4; ICEBERGS AHEAD! 


Climb down the grate on the ship’s side and you'll see a series of float- 
ing icebergs. They move pretty fast, so you must carefully judge the 
distance and speed of your jumps. Work your way forward (against the 
flow of the icebergs) until you reach the next lifeboat. Jump aboard 
the lifeboat to find another grate that leads up to the B-Deck and the 
glowing green circle. Step into the circle to complete the mission. 


MISSION 5; SLEEPERS CREEPERS... 


Once again, you’re back inside the pipe. This time, however, you must 
sneak up to the sleeping man and nab his Top Hat without waking 
him up. Similar to the sneaking mission in the Horror Dreamscape, 
you must navigate the deck without bumping into any tables, chairs, 
or walls. If you touch something, the noise will wake the man and 
you'll fail the mission. (Think of it like a game of Operation, where 
you're trying to extract the important piece without touching the sides 
that set off the buzzer.) 


Immediately after grabbing the top hat, an inebriated (and slow) Merv 
will chase you. If he catches you, you’ll fail the mission and have to 
start over. Wearing the pipe makes you much slower and more wobbly 
than normal, so walk a straight path through the crowd until you 
reach the glowing green circle to complete the mission. 


Completing this mission adds the 
Bytanic Costume to your wardrobe. 
However, you won't be able to change 
in and out of it until you wake up from 
the Dreamscape. 


Make your way to the bow of the ship, next to the glowing green 
circle. You must navigate between the A-, B-, and C-Decks to get there. 
Like everything on the ship, it’s a simple and brief trek. 


When you arrive, you must defeat Ginger at a game of shuffleboard. 
This is the most involved minigame thus far (and perhaps in the 
game), so go over these rules to get a better idea of what you’re up 
against: 
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1. You get only five shots, so make every one count. M ISSION 72 GU LL-IBLE 
? ¢ 
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2. You can score one of four possible ways: 250 (best), 150 (good), 50 (average), and 
0 (terrible). 


3, The score is added cumulatively, per turn. If you score a 250 on your first shot, 
that 250 will automatically add to the next four shots as well, making a 250 
initial shot actually worth 1,250 total (250 x 5). 


4, You can knock Ginger’s (or your own) pucks out of the various scoring zones. 
This can work both ways, either for or against you. If you knock one of Ginger’s 
250-point pucks into a 50-point zone, that’s a great move. But if you knock one 
of her 50-point pucks into the 250, that’s not such a good move. The same can be 
said for your own pucks. Be careful where you aim! Unfortunately, the seagull takes your Notebook up to the A-Deck. To 

5. The bird droppings will throw your shots off course. Try to use the rotational get it back, first push the crate over to the small structure behind the 
angle command to keep your shots clear. A safe 150-point shot is worth taking aired ee aah ae cian en ea ise 
versus trying to shoot through bird poop. rope. Carefully tiptoe across the tightrope—you should be a master at 

6. If Ginger gets a 250 on her first shot and you end up with a 50, you might as well + this by now—until you reach the center mast. Drop down and switch 


restart the mission. That’s a 1,000-point hole you've just dug yourself into. to the other tightrope that leads to the A-Deck. When you arrive on 
the A-Deck, make sure you tiptoe up behind the seagull. If your move- 
ment makes noise whatsoever, he’ll fly away and you'll have to keep 


This can be a very difficult mis- chasing him around the boat. If you tiptoe behind him effectively, you 
sion that may take you three or can grab the Notebook and complete the mission. 

four tries. When you finally defeat 

her, you'll get the First-Class MISSION 8: GOING DOWN ON 
Ticket needed to move on to the 


sea biic dion: SOMETHING LONG AND HARD 


You'll need to hop from iceberg to iceberg, making sure to correctly 
time the ones that dip underwater and come back up. Eventually 
you'll work your way toward the half-submerged smokestack. Climb to 
the very tip and you'll be able to jump up to the tightrope above. Fol- 
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low it to the wooden beam sticking out from the ship’s side, carefully | When you reach the top ledge, 
jumping over the boxes along your way. you must wall-jump between the 
two walls until you can reach the 
ledge above. Even though the 
steel grate is front and center, 

do not jump toward the grate. 
You'll just fall and die. This is the 
most difficult jump of the whole 


sequence. 


When you reach the tightrope, 
carefully walk out toward Lilly 
until you reach the green arrow. 
Press the Action button to save 
her and complete the Bytanic 
Dreamscape. 


Jump onto the swinging box right when it’s closest to your starting 
position. Get off on the other side, climb over the Bytanic sign, and wall- 
jump in between the two stacks of crates leading up the ship’s side. 


When you reach the top, walk the 
tightrope until you see the silver 
grate on the side of the ship. 
Climb to the grate’s top and you 
will switch over to a ledge-climb- 
ing sequence. 


This is the toughest part because 
of both the falling debris and 

the angle at which you'll need 

to jump. Proceed from ledge to 
ledge, making sure you reach the 
very end of a ledge before jump- 
ing sideways to the next one. If 
you execute a jump without being 
all the way to the edge, you won’t be able to grab correctly and you'll 
just free-fall into the water. 
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As with the previous director sequences, you must switch between 
the three available cameras in order to keep the scene focused on 
the action. Use your best judgment as to where to switch and when. 
For the most part, this one is pretty simple. It’s almost impossible to 
do poorly on these unless you’re constantly showing the “behind the 


After completing the Bytanic Director 
Game, you will unlock the final set of 
optional Buggy Races and Seduction 
missions. You can either use our 
“Optional Missions Walkthrough” 
section to finish those up or continue with the regular Story mode 
and finish the game. If you are going to continue with the final 
mission of the game, head to the Executive Offices, take the 
elevator to the penthouse, and speak with Larry Laffer. 


After you complete the game, you can still create a save file that 
lets you explore, finish the optional missions, and find all the 
Larry Awards, 


MISSION 2:2 KIPEE’ YI-YAY 
MUTHAF* &4%# 


The final mission kicks off with a five-minute countdown timer. The 
time is tight, so don’t spend a lot of time messing around. Immedi- 
ately head for the Theater and climb up the series of ladders on the 
building’s north side. When you reach the roof, check out the box 
of fireworks. You must defeat two security guards before facing Kip 


himself. Kip fights like a normal security guard except he has about 
three times the health. 


Remember, you can hold the Sprint button to climb ladders a little 
hit faster. 
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You should have at least two 
minutes on the clock before fac- 
ing Kip. If you don’t, just restart 
the mission. You probably won’t 
be able to get his health down to 
50 percent and drag the box of 
fireworks into position. 


After you get Kip down to 50 
percent health—using the block/ 
counter/strike combo as you used 
in the first objective—it’s time to 
move the fireworks over to the 
silhouette and spin them around 
in the opposite direction. Keep 
spinning them in position until 
the objective completes. 


After you defeat Kip (for now), 
pull the box of fireworks over 

to the silhouette shown on your 
minimap. You'll have to drag the 
box over manually, so you’ll need 
a minimum of 30 seconds on 

the clock after defeating Kip in 
order to complete this objective. 
If the objective isn’t completing, try spinning the box around in the 
silhouette until it matches up exactly. 


As with the previous two objectives, a brand-new five-minute count- 
down timer begins as soon as you get moving. Get off the roof as 
quickly as possible and grab a vehicle to head back to the Executive 
Offices. Remember, the only way to access the rooftop of the Executive 
Offices is to hit the “R” button in the elevator. Drag the last box of 
fireworks over to the correct spot and spin them around until they’re 
in the correct position. 


Immediately after you set the first group of fireworks in position, 
another five-minute countdown timer will kick off. Head over to 
Soundstage 2 and use the crates along the building’s southwestern 
corner to reach the roof (as shown in the screen). Once up top, head 
to the green arrow. You must fight two more security guards before 


facing Kip a second time. The fight is pretty much the same as in the 
previous objective. Defeat the last two security guards before entering the final battle 


with Kip. Luckily, Kip doesn’t whip out any new tricks or surprises. 
You can defeat him in under a minute using the block/counter/strike 
combination. When you get him down to around 30 percent health, 
the battle is over. 


Head down to the penthouse 
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After viewing the final cutscene, you'll 

appear inside your motor home. From 

this point, you can go back and finish 

any of the available optional missions 

or continue your hunt for the 100 Larry 

Awards hidden throughout the studios. Check out the “Optional 
Missions Walkthrough” or “Larry Awards” sections to find all the 
info you need on the game's available extras. 
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SEDUCTION MISSIONS 


Story mode mission in the game’s first chapter. You still have to do the Seduction missions in 
order (1, 2, 3), but they all unlock as a result of completing “Jurassic Clark.” You won't be able 
to access the rest of the Seduction missions until much later on. 


To initiate the first Seduction mission, 
head to the second floor of the Executive 
Offices. You’ll find Anna’s photo in the 
northwestern corner of the floor, adja- 
cent to the “Employee of the Moment” 
board against the wall. 


With the mission initiated, head over to 
the Reception Building and you'll find 
Anna working at the receptionist’s desk 
in the main room on the first floor. Step 
into the glowing green circle to initiate 
the cutscene. 


Exit the Reception Building and jog just 
100 feet away to the Mailroom. Inside 
one of the lockers is a can of Deodorant. 
Grab it, spiff yourself up, and head back 
to the Reception Building to speak with 
Anna once more. 
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The first three Seduction missions automatically unlock after you complete the “Jurassic Clark” 
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When you return to Anna, you’ll enter a 
conversation that requires five correct 
answers in a row in order to seduce 

her. If only real life were this easy, right 
guys? If you want to be surprised and 
play through it on your own, skip this 
next section. You really can’t fail since 
you get as many attempts as you need. If you’re looking for all the cor- 
rect responses, however, we’ve conveniently listed them as follows: 


Answer #1: “Just jogging by.” 

Answer #2: “I love a healthy girl.” 

Answer #3: “Squat thrusts in the park.” 
Answer #4: “Ifill a good tight end.” 
Answer #5: “I can fit you in after practice.” 


Initiating Tammy 

To initiate the next Seduction mission, 
head to the second floor of the Executive 
Offices. As with the previous mission, 
you'll find Tammy’s photo in the north- 
western corner of the floor, adjacent to 

: the “Employee of the Moment” board 
against the wall. 
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Find Tammy in the Editing Suite 


Head to the Post-Production Building 

as marked on your minimap. It’s a short 
drive by vehicle—perhaps less than 30 
seconds—and only a one- or two-minute 
jog on foot. You'll find Tammy on the 
second floor, in her office. Speak with 
her and you'll find out she needs a 
particular music CD from next door in the editing room. 


Exit the building on the second floor and 
you'll be on a small connecting bridge 
that leads straight to the sound area. 
Descend the staircase to the first floor to 
find the CD Tammy needs right behind 
the piano in the sound-mixing room. 
You'll see it spinning and glowing, much 
like the Deodorant from the first Seduction mission. 


Return to Tammy 


With the CD in hand, head back to 
Tammy and you'll initiate a series of 
questions. As with Anna, you must 
answer all five questions correctly before 
you can earn her...uh...respect. As with 
the previous Seduction mission, there 

is some really great dialogue if you 
purposely answer wrong; therefore, it might be in your best interest to 
play around with the answers before you go with the correct choices. 
That being said, the correct answers are listed as follows: 


Answer #1: “All music moves me.” 

Answer #2: “What a coincidence...I’m deaf!” 

Answer #3: “I enjoy a heart-to-heart with a beautiful woman.” 
Answer #4: “I wanted to understand disability.” 

Answer #5: “Let our heightened senses lead the way.” 
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Initiating Olga 

To initiate the third Seduction mission, 
head to the second floor of the Execu- 
tive Offices. You'll find Olga’s photo in 
the northwestern corner of the floor, 


adjacent to the “Employee of the Mo- 
ment” board. 


The haul over to Soundstage 2 is pretty 
long, so it’s a good idea to grab a nearby 
vehicle for the trek. (If you’re not sure 
where Soundstage 2 is located, you can 
check the main map at any time during 
the game to look for the green or yellow 
dots related to the respective mission.) 
When you arrive, access the control panel on the building’s east side 
and you'll be able to enter. You'll find Olga next to the glowing green 
circle. 


Head over to the Costume Workshop, 

as marked on your minimap, and enter 
through the south side of the building. 
It’s a short jog from Soundstage 2, so 
you can progress on foot if you can’t find 
a nearby vehicle. Walk through the first 
few rooms and you'll find a staircase in 
the corner. Ascend the stairs to the second floor. Search behind the 
sewing machines in the room’s center and you'll find the American 
Flag G-String. Bring this back to Olga immediately. 


| 
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When you return to Olga, she'll initiate 
a conversation that requires four correct 
answers. Like the previous two Seduc- 
tion missions, half the fun is playing 
around with the answers and enjoying 
the smart-assed comments from Larry. 
When it’s time to move forward, the 
correct answers are as follows: 


Answer #1: “America is our oyster.” 

Answer #2: “Because |, too, hail from the motherland.” 
Answer #3: “Dosvedanya!” 

Answer #4: “As long as we're together.” 


Seduction Missions 4 and 5 are automatically unlocked after com- 
pleting the “Skylight Robbery” mission in the Laffer Studios—Part 
3 section of the regular Story mode. You won’t he able to access the 


As with the previous Seduction missions, 
head to the Executive Offices and ascend 
to the Employee of the Moment board 
located on the second floor. You'll see 
Janine’s photo to initiate her mission. 
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Head over to the Satellite Array to find a 
red door on the building’s southeastern 
corner. Enter, and you'll find Janine 
waiting inside. Talk to her and she asks 
you to go find her a vintage video-game 
system. Although she doesn’t give you 
any clues to find one, Larry believes the 
Prop Workshop might contain what he’s looking for. 


Inside the Prop Workshop, next to 

where you originally found the Cowboy 
Costume, you’ ll find the vintage game 
system, Retardo Vision. Grab it and bring 
it back to Janine. 


Bring the Retardo Vision back to Janine 
inside the Satellite Array. As with the 
previous girls, you’ll begin the series 

of questions. Janine is all about video 
games, so it’s fun to play around with 
the wrong answers before you go for 
the right ones. When you're ready to 
complete the mission, reference these correct answers: 


Answer #1: “This? It’s mine...for you.” 

Answer #2: “You should check out my arcade.” 
Answer #3: “I make my own games, actually.” 
Answer #4: “A shooter...called Janine.” 

Answer #5: “So long as we play for Kisses.” 


| 
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To initiate the next Seduction mission, 


Offices. You’ ll find Chesty’s photo in 
the northwestern corner of the floor, 
adjacent to the “Employee of the Mo- 
ment” board. 


You'll locate Chesty on the second floor 
of the Reception Building, inside the 
medical office. Step into the glowing 
green circle and you'll discover that 
Chesty doesn’t interact with anyone, 
under any circumstances, until they’ve 
been fully disinfected. Time to head to 
the Theater to search for some disinfectant! 


search the Theater 


Enter the Theater and go upstairs to the 
theater showing room. Run up to the 
screen. On the far right side is a door 
leading to a small hallway that takes 
you behind the screen. Enter the storage 
room (on your right) that connects from 
this hallway, and you’ll find the Germ 
Spray mixed in with some boxes against the back wall. 


Return to Chesty 


With the Germ Spray in hand, return to 
Chesty in the Reception Building and 
you'll initiate the question-and-answer 
session. As with the previous girls, the 
dialogue is the best part of this mission, 


before going for the correct ones. When 
you're ready to complete the mission, look at the following correct 
answers: 
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Answer #1: “Pm a virgin with days 
to live.” 


Answer #2: “Only the right woman can 
cure me.” 


NV 


1 
Za The last two Seduction missions automatically unlock after you complete 
\ WA the Bytanic Dreamscape. 
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head to the second floor of the Executive 


so explore some of the incorrect answers 
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Answer #3: “I’ma fastidious cleaner.” 
Answer #4: “My body is a temple.” 


Answer #5: “We'll change the face of 
medicine.” 


Initiating Cherry 


As with the previous Seduction missions, 
head to the Executive Offices and ascend 
to the “Employee of the Moment” board 
located on the second floor. There, 
you'll see Cherry’s photo to initiate her 
mission. 


You'll find Cherry inside Soundstage 1, 
where she’s tending to her extensive 
teddy-bear collection. Talk to her to 
learn she’s missing only one specific 
Teddy Bear to complete her collection. 
Head over to the Bytanic Set to locate 
the particular model she’s looking for. 


search the Bytanic Set 


When you arrive at the Bytanic Set, jump 
in the water and swim over to the aft of 
the boat. Climb up the wooden planks, 
using sprint-jumps to clear the gaps as 
needed, until you can reach the main 
deck. Pull yourself up and run toward 
the green dot on your minimap. You'll 


find the Teddy Bear atop the wooden walkway, all the way toward the 
railing. 
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Return to Cherry 


Return to Cherry and you'll initiate the 
question-and-answer session. As with the 
previous girls, try some of the stranger 
answers first. When you’re ready to 
complete the mission, here are your 
answers: 


Answer #1: “It’s from my teddy factory.” 

Answer #2: “All kinds of fluffy animals.” 

Answer #3: “Oh, sweet Cherry, it’s impossible.” 
Answer #4: “Nothing, let me treat you.” 

Answer #5: “Great! | have a twin, Barry Bovage.” 


Initiating Eva 
You know the drill. Head up to the Ex- 


ecutive Offices, second floor, and search 
the board. 


Head over to the Post-Production Build- 
ing and you'll find Eva in the Editing 
Suite. After speaking with her, you’ll find 
out she’s looking for a man in a suit, 
which you just so happen to have handy 
(as a result of completing the Bytanic 
Dreamscape). 


OPTIONAL MISSIONS WALKTHROUGH 


LARRY AWARDS APPENDICES — 


Head over to the Costume Workshop and 
change into your Bytanic Costume. After 
you change, head back to Eva in the 
Editing Suite. 


As with the previous girls, Eva will ask 
you a series of five questions that you 
need to get right in order to seduce her. 
Below are the correct answers for all five 
questions: 


Answer #1: “I’m a wealthy rap artiste.” 

Answer #2: “Paris’s legal fees.” 

Answer #3: “Only the 10 sexiest women allowed. You're in.” 
Answer #4: “I'll have my butler meet you on Rodeo.” 

Answer #5: “The charity is for responsible sex...show me how?” 


BuGGY RACES 


The first three Buggy Races unlock in order after you complete the 
Wild West Dreamscape. You can complete them any time you’re in the 
Laffer Studios area after that point. 


You'll find the driver standing near the 
entrance to the Wild West Backlot. He’s 
hard to miss, wearing a black racing 
suit with a full helmet. Talk to him and 
you'll begin the race. 
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Racing Tips 


The timer starts with only 30 seconds 
on the clock, but each checkpoint adds 
3 to 4 more seconds back to your total. 
There are 12 checkpoints per lap on this 
particular race, so that’s an additional 
36 to 48 seconds of extra time, per lap. 
You’re not racing against anyone else— 
just the environment—so it’s crucial 

to stay as far ahead of the clock as 
possible. You must complete three laps 
without running out of time to complete 
this mission. 


As you’ve probably noticed by now from 
driving around Laffer Studios previous to 
these racing missions, even the smallest 
cone or rock will stop vehicles dead in 
their tracks, taking crucial time off the 
clock. Take a few test cruises around 

the track to familiarize yourself with its 
layout before you really go for broke. There is no penalty if you fail, 
and there is no limit as to how many times you can retry any of these 
races. 


Initiate the Race 
This one is also near the Wild West Back- 
lot, but the driver is standing alongside 
the wall just north of the entrance. He’s 


also marked with a purple dot on your 
minimap. 
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Racing Tips 


Like the previous race, the timer starts at 30 seconds, and each check- 
point adds an additional 3 to 4 seconds to your total. There are 18 
checkpoints per lap on this race, however, and you have to complete 
only two laps. Again, you’re racing solo against the clock, so focus on 
clean driving and learning the course. 


The toughest sequence in this race is 
making the tight hairpin turn at check- 
point six, near this set of poles, flight 
cases, and trees. You'll have to come to 
a near stop in order to make this turn 
effectively. Just don’t get caught in the 
boxes or you'll end up going forward 
and backward for 30 seconds. 
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Head to the Wild West Backlot and you'll 
find the driver standing right outside the 
front of the jail. 


INTRODUCTION 


STORY MODE WALKTHROUGH 


Racing Tips 
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Like the previous races, this one starts off with a 30-second time limit, 
and each checkpoint adds 3 to 4 seconds to your timer. There are a 
total of 18 checkpoints, and you'll have to complete two laps to finish 
the race. This one covers a lot of ground in a short period of time, 
with most of it being long stretches of open track with the occasional 
chicane or hairpin. Of the three races thus far, this one is probably the 
easiest to complete. 


Make sure you hit this jump at the cor- 
rect angle or you’ll miss the checkpoint 
and have to start all over. As you can 
see in this screen, even a few degrees 
will send your vehicle off the side of the 
ramp and over the edge without getting 
credit for this checkpoint. 


The second set of Buggy Races (4 through 6) unlock after you 
complete the Horror Dreamscape. Like the previous races, you can 
complete these any time you're in the Laffer Studios area. If you’ve 
completed the Horror Dreamscape but haven’t yet completed the 
first three Buggy Races, these missions will still appear. You don’t 
have to complete the first three to unlock these. 


You'll find the driver buried deep within 
the Horror Backlot, inside the forest. 
Remember that you can always switch to 
your main map (via the Pause menu) to 
scan for the purple dots. 
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The first race of the second set, Horror Race 1, is the easiest one 

so far. You'll begin with a 20-second time limit, and each of the 11 
checkpoints add 3 to 4 seconds to that total. The three-lap race is 
on an oval track with a few sharp turns and a set of easily avoidable 
boxes thrown in for good measure. There are no jumps or hairpin 
turns to worry about. 


Initiate the Race 
You'll find this driver a bit farther east 


from the previous one, still in the Horror 
Backlot, inside the forest. 


You'll begin with a 20-second time limit, and each of the 20 check- 
points add 3 to 4 seconds to that total. This race is one massive lap, 
and it’s pretty straightforward with few obstacles or things to get hung 
up on. There are two jumps in the middle of the race. As with previ- 
ous races, hit the ramps straight on to prevent going off the side and 
missing the checkpoint. 
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Initiate the Race Initiate the Race 
You'll find this driver on the north 


side of the City Street Set, right next 
to the cannoli shop. 


This driver is standing just beside the 
ramp that leads up and out of the 
Bytanic Backlot. 


Racing Tips 


This one has a 20-second time limit and is only two laps. Each of the Your bonus starting time is down to 15 seconds, so you’ll need to drive 
22 checkpoints add 3 to 5 seconds back to the clock. Like the first set carefully to complete this three-lap race. There are 12 checkpoints, 

of Buggy Missions (1 through 3), this one is set in Laffer Studios, so and as with the previous races, they’re worth an additional 3 to 5 
there are many more hazards, cones, boxes, and walls to look out for. | seconds (per checkpoint) toward your clock. This race follows a simple 
This is one of the tougher races so far. path and for the most part isn’t too tricky. Make sure you hit the jump 
This is the toughest turn of the race. perfectly straight or you'll lose time when you come to a complete 

- You must come to a complete stop so stop upon your landing. 

you don’t get caught up between the 
guardrails, the boxes, and the hazard 
horses. If you end up badly botching this 
turn—that is, you lose 5 to 10 seconds 
trying to fix a poorly executed turn—just 
reset the mission and start from the beginning. 


The toughest sequence in this race is this 
series of tight chicanes with guardrails 
on both sides. Slow down considerably 
before entering the first curve and you 
should be all right. The main thing 
you're trying to avoid here is a 180-de- 
gree spinout. 


The final set of Buggy Races (7 through 9) unlock after you 
complete the Bytanic Dreamscape. Like the previous races, you can 
complete these any time you're in the Laffer Studios area. 
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Initiate the Race Initiate the Race 
Head over to the easternmost point on 
the Bytanic Backlot to find this driver. 


From the ship, drive up the path that 
winds east. 


The final Buggy Race mission is found 
just to the right of the Horror Backlot 
entrance, on the north side of Laffer 
Studios. 


Racing Tips Racing Tips 


Like Bytanic Race 1, this race begins with 15 seconds on the clock, so The final race isn’t too difficult, but it begins with only a 15-second 
you don’t have much buffer if you start making mistakes. It’s three starting bonus. You’ll have to complete three laps of 15 checkpoints 
laps with 14 checkpoints, and each checkpoint adds 3 to 5 seconds of _ each, and as with the previous two races, the individual checkpoints 
bonus time to your clock. Luckily the race is not too difficult, because add 3 to 5 seconds to your timer. The Main Lot races are the most dif- 


it’s set in the forest (like Bytanic Race 1), and there aren’t too many ficult because of the sheer amount of obstacles and hazards. Hitting 
obstacles or hazards to watch out for. The key is making sure you carry even the smallest plant, cone, or wooden board will bring your vehicle 
enough speed as you progress through both jumps. to a complete halt. 


The slowest part of the race is this fork 
that splits off into the boxes. You’ll have 
many available paths, but your best bet 
is to treat it like a chicane—that is, head 
to the left at the fork, then head right 
through the boxes, and vice versa. So, in 
other words, if you choose the left side 
of the fork, don’t try to navigate through the boxes on the left side. 
That will most likely end in disaster. 


This hairpin turn is the toughest part of 
the course, and you'll have to come to 

a near stop to successfully get through 
without hanging up on the walls. It’s 
worth slowing down and taking this turn 
carefully—especially on lap three—rath- 
er than trying to force your way through. 
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ing the three backlots. Some are more difficult to find than others, 


during the regular game. You can either pick them up as you play 
through the regular missions or do them all at the end in one fell 
swoop. It doesn’t matter in which order you collect them, so our list 
is more a reference than a guide. Collecting Larry Awards won’t offer 
any special rewards other than the XBox 360 Achievements and 
PLAYSTATION 3 Trophies listed below. 


Xbox 360 PLAYSTATION 3 
Description 
Gamerpoints Trophy 


Bronze Laffer Collect any 10 Larry Awards 
Studios that are located around the 
studio. 
40 Silver Laffer You must now collect half 
Studios of the Larry Awards located 
around the studio. 
80 Gold Laffer You must now collect ALL of the 
Studios Larry Awards located around 


the studio. The most difficult 
ones to find may be in areas 
only accessed by shimmying 
around ledges or on top of 
buildings, Also, check the 
studio lots (Western, Horror, 
and Bytanic), which are only 
unlocked after completing parts 
of the main story. 
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There are 100 Larry Awards spread throughout Laffer Studios, includ- 


and many are in completely out-of-the-way locations you’ll never visit 


— LARRY AWARDS APPENDICES 


No Larry Awards are located 
- inside dreamscapes. 


DCATIONS MAP 


The map on the following page shows all 100 Larry Award locations, 
as represented by their corresponding numbers. The numbers on the 
map match up with our checklist to help you pinpoint their exact 
locations along with how to reach or find each respective award. If 
you hear a high-pitched ringing sound, you’re very close to an award. 
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This one is in the pool directly 
in front of the Executive Offices, 
right in front of the statue. 


Climb on top of the western 

wing of the Executive Offices 
to find this award up on this 
ledge. You can also cross the 
tightrope from the Reception 
Building across the street to 

access this rooftop. 


Drive a vehicle over to the 
front of the Executive Offices 
and park it under this awning. 
You'll be able to hop up and 
grab this one no problem. 


Use a vehicle to get up above 
the Executive Offices’ glass 
entrance overhang. 
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LARRY AWARDS APPENDICES 


Selecting the floor labeled “R” 
on the elevator, head up to the 
roof of the Executive Offices 
and hang over the southern 
ledge. When you drop, push 
toward the building and you’ll 
grab a ledge. Jump up a few 
levels to get this award. 


Use the elevator to access the 
Executive Offices’ roof. You'll 
find this award on the other 
side of the helipad. 


Use the elevator to access the 
roof of the Executive Offices. 
Jump atop the elevator shaft 
and hang down over the edge 
to grab this award. 


This one is inside the bath- 
room stall on the first floor of 
the Executive Offices. 
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Use the elevator to access 

the rooftop of the Executive 
Offices. Hang off the ledge and 
you'll be able to drop down to 
collect this award. 


This one is hidden right in 
front of the Executive Offices’ 
main sign. You must drop 
down from the rooftop and 
grab the nearby ledge, then 
shimmy over to this one. 


Cross the tightrope between 
the Reception Building and the 
corner of the Executive Offices. 
Jump up while you’re on the 
tightrope to grab this one. 


Jump up to these wooden 
beams on the Reception Build- 
ing balcony to find this award. 
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Award 13 


— TARRY AWARDS APPENDICES 


While you’re up on the Recep- 
tion Building roof, mosey on 
over to the southeast corner to 
find this one. 


This award is in the tower 
above the Reception Building. 
Climb up to the roof, then on 
top of the billboard. From 
there, you can jump across 
with no problem. 


Climb up to the Mailroom roof 
and you'll find this one on the 
highest point. 


This award is sitting by the tree 
in the map’s far southwestern 
corner. 
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LARRY AWARDS APPENDICES 
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Awart 17 


Award 20 


Jump atop the pop machine 
next to the Theater, then grab 
the ledge underneath this 
award. Pull yourself up to 
grab it. 


Drive a vehicle to the front 
of the Theater and use it as 
a booster to grab the ledge 
above the marquee. 


Enter the Theater and head 

to the lower floor. Enter the 
showing area and you'll see a 
small lifted area behind the 
last row of seats. Climb up to it 
and you'll find this award. 


Head to the second floor of 
the Theater and double-jump 
from this ledge over to the 
chandelier. 


Awartl 21 


Use the ladders on the side of 
the Theater to access the roof- 
top. From there, head to the 
rear of the Theater and drop 
to the lower roof areas. You’II 
find this award as shown. 


Using the rubble in the rear, 
climb on top of the Post- 
Production Building and you'll 
find this award on the rooftop. 


Right after getting Award 22, 
cross the rooftop and double- 
jump from its edge. You'll just 
make it to the top of the vent 
to grab this award. 


This award is sitting on the 
ground in the far southeastern 
corner of Laffer Studios. 


Award 25 


Park a vehicle underneath 

the scaffolding outside of 
Soundstage 1 and you'll have 
the height required to grab the 
ledge and pull yourself up. 


Jump off the roof of your 
parked vehicle to pull yourself 
up to the lower rooftop area 
on Soundstage 1. You'll find 
this award out in the open. 


In the Street Facade, climb up 
the ladder you used to collect 
the missing script pages in 
Laffer Studios—Part 1 of Story 
mode. Navigate the rooftops 
and drop down to this ledge 
as shown. 


Cross the tightrope into the 
middle of the Street Facade. 
Drop down and wall-jump up 
to the wooden platform that 
connects to the tightrope. 
Cross the tightrope to get this 
award. 
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Climb back up the ladder 

you used for the script pages 
mission and navigate the 
rooftops—moving clockwise— 
until you can’t make any more 
jumps. Look down and to the 
left to see this award. Execute 
a double-jump from the posi- 
tion shown in the screenshot 
and you'll land exactly in the 
right spot. This is a tough jump 
to gauge. It might take you a 
few tries. 


If you successfully grab Award 
29, continue moving clockwise 
around the rooftops to grab 
this award as well. 


You'll find this award tucked 
away in this corner just north 
of the Street Facade area. 
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Award 32 


This award is on the top of the 
Prop Workshop. The only way 
up here is to use the second- 
story exit from the Costume 
Workshop. 


Climb up the ledges near the 
entrance to the Costume Work- 
shop. This award is right above 
the main entrance. 


Exit the second floor of the 
Costume Workshop and use 
the small ledge beside the 
bridge to lift yourself up to the 
roof. This award is atop the 
steel cover over the bridge. 


Enter the Prop Workshop and 
head to the room with the 
large rack of assorted props. 
Jump up the ledges and pull 
yourself up to the wooden 
beam to get this award. 
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LARRY AWARDS 


APPENDICES 


You'll find this award sitting 
underneath the stack of crates 
behind Soundstage 2. 


Use the crates to jump up to 
the roof of Soundstage 2. This 
award is underneath the small 
wooden deck. 


Run to the far northeastern 
corner of the Soundstage 2 
rooftop, and you'll see this 
award dangling just below. 
Drop down from the corner 
and grab this award on your 
descent. 


Enter Soundstage 2 and you'll 
find this award right next to 
the gun shop. 
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Awart 40 


Award 41 


Run behind the western set 
inside Soundstage 2, and you'll 
find this award sitting behind 
the curtains. 


Park a vehicle just underneath 
this award, then stand on the 
roof and jump toward the 
wall. Execute a wall-jump on 
your way back and you’ll have 
just enough height to snag 
this one. 


Enter Soundstage 3 and climb 
up the scaffolding in the cen- 
ter of the set. At the highest 
point, you'll find this award. 


Enter Soundstage 4 and run 
up the scaffolding that wraps 
around the building. You’ll 
find this award toward the 
south side of the scaffolding. 
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Award 45 


LARRY AWARDS 


Award 46 


APPENDICES 


Swim behind the Bytanic 
shipwreck, and you'll find this 
award tucked between the 
pool and the wall. 


You'll find this award sitting 
outside of Soundstage 4, in 
this narrow alleyway. 


This one is just west of 
Soundstage 4, tucked away in 
this corner. 


Climb up the series of ladders 
that lead to the Vehicle Ware- 
house roof, and you'll see this 
award sitting atop the street- 
light. Jump from the position 
shown in the screenshot and 
you'll snag it. 
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Award 48 


To land on this ledge, drop 
down from the rooftop of the 
Vehicle Warehouse. 


Enter the Vehicle Warehouse 
and sprint up the ramp to the 
second floor. You'll find this 
award hidden behind these 
barrels. 


You'll find this award under- 
neath the southeastern corner 
of the Water Tank. 


This award is floating inside 
the Water Tank, just under- 
neath the shark. 
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Award 52 


LARRY AWARDS 
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Jump up to one of the steel 
ledges and keep pulling your- 
self up to the top. 


Continue to the next ledge 
(from Award 52) and you’ll be 
able to grab this award. 


To access this award, you must 
first operate the control panel 
at the top of these wooden 
scaffolds. After operating the 
lift and putting it in the proper 
position, head down one level 
and you'll be able to make the 
jump across. The award is only 
one sprint-jump away from 
the lift. 
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This is the most complicated 
and difficult Larry Award of 
the whole bunch. You must 
climb to the tip of the radar 
array located atop the Broad- 
cast Unit. Take the same path 
you took in Story mode, except 
continue climbing toward 

the top instead of veering 

off toward the control panel. 
You'll find this award as shown 
in the screenshot. 


Like Award 55, this one is at 
the very top of a complicated 
structure. This time, it’s the 
Substation. First, climb the 
steel ledge on the western side 
of the Substation. Work your 
way across the connecting 
cables, then double-jump to 
the top of the structure. This 
award is floating at the highest 
point of the Substation. 


Take a vehicle over to the 
aqueduct and down to the 
southwestern corner. You'll 
find this award lying on the 
ground. 
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Park underneath the bridge 
leading to the Wild West 
Backlot and climb up into the 
supporting structure. You'll 
find this award hidden inside 
one of the tunnels. 


Only a few feet away from 
Award 58, this award is also 
underneath the bridge leading 
to the Wild West Backlot. 


Drive to the end of the aque- 
duct and then up and around 
the overhang. Drop down onto 
the ledge to collect this award. 


You'll find this award sitting 
on the ground in the far 
southwestern corner of the 
Wild West Backlot. 
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Award 62 Awart 66 


Park your vehicle next to the 
awning of this building and 
climb up to the roof using 
the hanging sign. You'll find 
the award on the top of the 
building. 


Park a vehicle next to the 
awning of this building to 
give you the height required 
to reach the roof. Hop over 
the facade of the structure 
and you'll find the award on 
the roof. 


You must climb up the shorter 
buildings just south of this 
award in order to jump from 
roof to roof. You'll find it as 
shown. 


Climb up the base of the water 
tower and you'll find an award 
hidden inside the container on 
the very top. 


Climb one of the angled steel 
beams and grab the ledge just 
below the top of this structure. 
Pull yourself up to find this 
award. 


Use the rear entrance to the 
saloon and you'll find this 
award sitting behind the main 
doors. 


Drop down from your position 
where you found Award 68, 
and grab this one on the way 
down. 


Climb up the rear structure of 
the boot and you'll find this 
award at the very top. 
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Award 70 Awartl 74 


This one is just lying on the 
ground behind this large wall 
painting. 


Climb up the side of the chim- 
ney; this award is lying on top 
of the vent. 


You’ ll find this award hidden 
behind the tree in the north- 
ernmost point of the Wild West 
Backlot. 


Enter the small wooden cot- 
tage and you’ll find this award 
hidden inside. 


This award is sitting on the 
grassy knoll just where the 


Climb up to the roof of this 
cottage to find this award. 
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we | Wild West Backlot turns into 
the Horror Backlot. 


Head to the Horror set and 
you'll find this award floating 
atop the crypt. 


This award is just lying in the 
grass at the northernmost 
point of the Horror Backlot, 
behind a tree. 
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Drive along the road north of 
the Horror Backlot until you 
see the lone rock sticking out 
from the wall. Search behind 
the rock to find this award. 


This award is sitting on the 
grass just above the Bytanic 
Dreamscape billboard. You'll 
have to drive around and ac- 
cess it from the rear. 


This award is on the rocky 
outcroppings protruding out 
next to the main road. Drop 
down from above to acquire 
this award. 


Like Award 80, this one is sit- 
ting on the ground, on one of 
the small outcroppings. 
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Climb up the trellis on the 
front of the mansion and pull 
yourself up to the ledge above. 
Carefully tiptoe over to the left 
and double-jump to grab this 
award. 


Cruise around to the rear of 
the mansion; this award is 
hidden inside the small room 
accessible from the rear. 


In the easternmost point of 
the Horror Backlot, look for a 
small indent in the rocks (on 
your left as you’re driving). 
Inside you'll find this award. 


You'll find this one lying in the 
grass just behind this rocky 
outcropping. 
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Right as you enter the Bytanic 
Backlot, search to the left of 
the entrance. You'll see this 
award out in the open. 


This award is a few feet from 
Award 86 but is on the other 
side of the Bytanic Backlot 
entrance (when coming from 
the Horror Backlot). 


This award is toward the edge 
of the dirt, just off the main 
road. 


This one is hidden in between 
some trees, just off the main 
road. 
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This award is on the edge of 
this dirt hill, protruding out 
over the main road. 


You must drop down from 
above to grab this award. It’s 
right next to the entrance of 
the pool area in the Bytanic 
Backlot. 


Jump up to this ledge next to 
the large gas tank to find this 
award. 


You'll need to sprint and jump 
from the adjacent wooden 
platform to catch this ledge. 
Pull yourself up to grab this 
award. 
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Head around to the rear of this 
Horror set, and you’ll find this 
award sitting in the grass. 


Climb up the steel ledge next 
to this large hot-air tank and 
sprint-jump across the gap. 
It’s the only way to get on top. 
Grab the award from atop the 
tank. 


You'll find this award on the 
rooftop of the pumping sta- 
tion. Climb up from the rear 
and you'll see it atop the tin 
roof of this small structure. 


This award is submerged deep 
within the Bytanic pool. To get 
it, you must first head to the 
control panel on the pumping 
station roof. Access the con- 
trols to drain the pool, then 
use the pipes to carefully work 
your way down to the award. 
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With the water still drained 
from Award 97, head around 
to the aft of the Bytanic ship. 
This award is hidden ona 
piece of scaffolding that 
would have been otherwise 
submerged underwater. 


To get the last two awards, you 
must go back to the pumping 
station and let the water back 
into the Bytanic pool. Climb 
up to the main deck of the 
ship using the scaffolding in 
the rear. This award is just 
above the Bytanic sign. 


The last Larry Award is sitting 
on this wooden catwalk, right 
next to the life preservers. 
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Rookie Award 


A Fistful of Larry’s 


Chamone 


The Ship of Dreams 


The End 


Cupid Sniper 


Dead Beat 


Shuffle the Deck 


Larry Scores 


Networking Socialite 


Best Newcomer 


Complete the first mission 


Complete the Wild West 
Dreamscape 


Complete the Horror 
Dreamscape 


Complete the Bytanic 
Dreamscape 


Complete all the main story 
missions 


Complete the “Larry Get Your 
Gun” mission 


Complete the “Army of the 
Dead” mission 


Complete the “Shuffleboard” 
mission 


Achieve a total score of 2,800 
on “Shuffleboard” 


Meet every principal charac- 
ter in the game 


Collect a total of 10 Larry 
Awards 


40 


40 


40 


10 


10 


10 


60 


10 


10 
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Bronze 


Silver 


Silver 


Silver 


Gold 


Bronze 


Bronze 


Bronze 


Silver 


Silver 


Bronze 


LARRY AWARDS 


Laffer Studios 


Western 
Dreamscape 


Horror Dreamscape 


Bytanic Dreamscape 


Laffer Studios 


Western 
Dreamscape 


Horror Dreamscape 


Bytanic Dreamscape 


Bytanic Dreamscape 


Laffer Studios 


Laffer Studios 


The following chart breaks down all the available Xbox 360 Achievements and PLAYSTATION 3 Trophies. Next to each box, you’ll find the 
description detailing the exact methodology required to earn each respective award. 


Xbox 360 PLAYSTATION 8 


Begin the game and successfully complete the first mission. 


Progress to and complete the entire Wild West Dreamscape. 


Progress to and complete the entire Horror Dreamscape. 


Progress to and complete the entire Bytanic Dreamscape. 


Complete the entire Story mode of the game. You do not have to complete side 
quests. You must simply defeat the final boss, Kip. 


While in the Wild West Dreamscape, you must complete the mission “Larry Get 
Your Gun.” 


While in the Horror Dreamscape, you must complete the mission “Army of the 
Dead.” 


While in the Bytanic Dreamscape, you must complete the mission “Shuffleboard” 
by getting a higher score than Ginger at the shuffleboard game. 


While in the Bytanic Dreamscape, you must complete the mission “Shuffleboard” 
by getting a score of 2,800 or higher. The score is stacked, so if, for example, you 
score 250 in your first go and the playing piece remains on the 250 mark during 
your second go, you will again score another 250 points for your first playing 
piece plus whatever your new playing piece scores. How early you hit the bull’s- 
eye (250 points) and the frequency with which you hit it will determine how 
easily you unlock the Trophy/Achievement. If you manage to hit three bull’s-eyes 
in a row and remain on it for the duration, this will unlock even if your fourth 
and fifth shots miss the targets completely. 


Meet every “main” character in the game. This will be unlocked during “Jurassic 


Clark,” as by this mission you will have spoken to everybody during the Story 
mode except for him. 


Collect any 10 Larry Awards that are located around the studio. 
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Best Supporting Actor 


Best Actor 


Gymnastic Larry 


Well Hung 


Fashionista Award 


Broadcasting on Top of 
the World 


Old Silver-Tongue Award 


Hot Foot Award 


Road Tripping 


Three Bulls 


Car Surfin’ 


Collect a total of 50 Larry 
Awards 


Collect a total of 100 Larry 
Awards 


Perform three consecutive 
wall-jumps 


Perform three consecutive 
ledge-jumps 


Accumulate a wardrobe of 
six outfits 


Reach the highest point in 
Laffer Studios 


Complete four director games 
successfully 


Travel 100 miles on foot 


Drive 400 miles 


Three consecutive bull’s- 
eyes in the “Shuffleboard” 
minigame 


Stand on the roof of a moving 
car for 50 seconds 


80 


10 


10 


20 


10 


40 


20 


20 


20 


20 


Silver 


Gold 


Bronze 


Bronze 


Bronze 


Bronze 


Gold 


Silver 


Silver 


Bronze 


Bronze 


Laffer Studios 


Laffer Studios 


Laffer Studios, 
Western 
Dreamscape 


Laffer Studios, and 
Western, Horror, 
and Bytanic 
Dreamscapes 


Laffer Studios 


Laffer Studios 


Laffer Studios 


Laffer Studios, and 
Western, Horror, 
and Bytanic 
Dreamscapes 


Laffer Studios, and 
Western, Horror, 


and Bytanic 
Dreamscapes 


Bytanic Dreamscape 


Laffer Studios 


—LARRY-AWARDS 


You must now collect half of the Larry Awards located around the studio. 


You must now collect ALL the Larry Awards located around the studio. The most 
difficult ones may require you to shimmy around ledges or travel atop build- 
ings. Also, check the studio lots (Western, Horror, and Bytanic), which are only 
unlocked after completing parts of the main story. 


You must complete three wall-jumps without touching the ground. Do this 
anywhere with two adjacent walls that are close together. This Trophy/Achieve- 
ment will ALWAYS unlock during the Western Dreamscape if you haven’t already 
obtained it during the mission “The Good, the Dead, and the Ass Bandits,” where 
you must complete consecutive wall-jumps to scale a rock face. 


You must jump across three ledges without touching the ground. There are 
many locations around the studio and in each dreamscape where you will find 
a series of ledges. 


This Trophy/Achievement will unlock after completing the Bytanic Dreamscape, 
as you will now have obtained every costume in the game (the final costume 
being the Suit, which you must obtain during the Bytanic dream). 


Climb to the top of the radio tower located near Damone’s Trailer. You must use 
balancing and wall-jumps to reach the top. 


Successfully complete all four director games. You cannot unlock this Trophy/ 
Achievement until after you complete the Bytanic Dreamscape and the associ- 
ated director game. 


The in-game statistics must show that Larry has traveled a total of 100 miles 
on foot. 


The in-game statistics must show that Larry has traveled a total of 400 miles 
while in vehicles during the game. 


While in the Bytanic Dreamscape’s “Shuffleboard” minigame, you must score 
three consecutive bull’s-eyes (250 points) in a row. Knocking one of your old 
playing pieces onto the bull’s-eye will not count; you actually need to physically 
hit each piece onto the bull’s-eye. 


At any point while in Laffer Studios, you must jump onto the roof of a moving 
car and remain there for at least 50 seconds. If you don’t correctly time your 
jump, Larry will fall to the floor or get rolled over. If possible, try to land on the 
roof of a car when it slows down or comes to a brief stop. 
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Mr. Lover-man 


Carjacker 


Pedal to the Metal 


Demolition Boy 


Le Manns 


Speed 


Suits You Sir 


Movie Mogul 


Complete all seven Seduction 
missions 


Hijack 50 vehicles 


Complete all nine Buggy Races 


Destroy three vehicles within 
60 seconds of each other 


Drive in vehicles for a total 
of three hours while playing 
the game 


Complete the game in under 
eight hours 


Use all unlockable costumes 
during the same mission 


To get this unlockable, you 
must unlock every other 
Trophy in the game (PS$3) or 
complete everything in the 
game (Xbox 360) 


20 


40 


20 


20 


80 


10 


160 


Gold 


Bronze 


Silver 


Bronze 


Bronze 


Gold 


Silver 


Platinum 


Laffer Studios 


Laffer Studios 


Laffer Studios 


Laffer Studios 


Laffer Studios, West- 
ern Dreamscape 


Laffer Studios 


Laffer Studios 


Laffer Studios 


At various points throughout the main story, Seduction missions become avail- 
able. After you complete the mission “Jurassic Clark,” the first three missions will 
be unlocked; missions four and five will then become available after completing 
the Western Dreamscape, and the final two missions will be available after 

the Bytanic Dreamscape. You must complete all seven missions to unlock this 
Trophy/Achievement. 


To unlock this Trophy/Achievement, you must steal 50 cars that are being driven 
by NPCs. Any stationary cars that are not occupied by NPCs will not count toward 
your total. 


At various points throughout the main story, Buggy Races become available. 
After completing the Wild West Dreamscape, the first race will be unlocked. After 
completing the “Wild West Race 1,” you will unlock two more races. After com- 
pleting the Horror Dreamscape, the fourth race will be unlocked. After complet- 
ing “Horror Race 1,” you will unlock two more races. Finally, after completing 
the Bytanic Dreamscape, “Bytanic Race 1” will be available. After completing this 
race, you will unlock the final two races. Successfully finish all nine races within 
the required time limit to unlock this Trophy/Achievement. 


You must destroy three vehicles within 60 seconds of each other. The easiest way 
to achieve this is by opening up the Bytanic lot, then taking a car (one that does 
not contain an NPC, or they will drive off!) over to the pool. Leave the car at the 
side of the pool, then run back to the studio lot and collect another nearby car 
(again with no NPC inside). Leave the second car next to the first car, then collect 
the last car. Don’t worry if anyone is already in it, as you will destroy this first. 
Drive the final car into the pool near where the first two cars are located; now 
quickly get out of the pool and drive the second car in. Get out and drive the 
final car in to unlock the Trophy/Achievement. 


You must spend a total of three hours driving vehicles throughout your game. 
There is no statistic in the menu that details a driving time, so keep a rough 
count of your hours in vehicles. Riding on a horse also counts toward the total. 


Simply complete the entire Story mode within eight hours. This will require you 
complete all dreamscapes and defeat the last boss, Kip. No seduction, races, or 
award-collecting need to be complete to count toward this Trophy/Achievement. 


First, finish all dreamscapes, as you'll need the final costume (Suit), Ensure you 
are still able to complete a Seduction mission, because by this point in the 
game, you'll have completed all Story mode missions (except for the last boss). 
Begin a Seduction mission, and throughout this mission, return to your camper 
van or your wardrobe (in the Costume Workshop) and change into every outfit 
before completing the Seduction mission. 


Obtain every other Trophy in the game (PS3} or complete everything in the 
game (Xbox 360). 
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The following is a basic guide referencing the chronological order 

in which you can obtain the Trophies and/or Achievements in one 
playthrough without deviating from the main story too much. This 
method should also ensure that you complete the game within the 
time limit, granting you one of the hardest Trophies/Achievements to 
acquire: Speed. You don’t have to follow this exactly, but it does lay 
them out in the proper order for your reference. 


Begin the Game 
1. Rookie Award 
2, Networking Socialite 


Wild West Dreamscape 
3, Gymnastic Larry 
4, Cupid Sniper 
5. A Fistful of Larry’s 


Horror Dreamscape 
6. Dead Beat 
7. Chamone 


Bytanic Dreamscape 
8. Three Bulls 
9. Well Hung 
10. Larry Scores 
11. Shuffle the Deck 
12. The Ship of Dreams 


Laffer Studios 
13, Old Silver-Tongue Award 
14, Fashionista Award 
15. The End 
16. Speed 
17. Car Surfin’ 
18. Demolition Boy 
19, Pedal to the Metal 
20. Suits You Sir 
21. Mr. Lover-man 
22. Best Newcomer 
23, Best Supporting Actor 
24, Broadcasting on Top of the World 
25. Best Actor 
26. Carjacker 
27. Hot Foot Award 
28. Le Manns 
29, Road Tripping 


Collected Previous Trophies or Achievements 
30. Movie Mogul 
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Below are the fully labeled maps for every major area in the game. First, there’s Laffer Studios—including the three backlots—which is where 
you'll spend most of your time. Also included are the three dreamscape maps. The corresponding labels will help you find every important 
location in the game. 
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MAP 1: LAFFER STUDIOS 


Laffer Studios Map Key 
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1, Larry’s Motor Home 
2. Reception Building 
3. Theater 

4, Executive Offices 

5, Post Production Building 
6. Mailroom 

7, Soundstage 1 

8. Street Facade 

9, Costume Workshop 
10. Prop Workshop 
11, Soundstage 2 

12. Soundstage 3 

13, Soundstage 4 

14. Broadcast Unit 


15, Damone’s Trailer 

16. Substation 

17, Water Tank 

18. Vehicle Warehouse 

19. Wild West Backlot Entrance 
20. Wild West Backlot 

21, Horror Backlot Entrance 
22. Horror Backlot 

23, Bytanic Backlot Entrance 
24. Bytanic Backlot 

25, Pumping Station 

(5) Seduction missions 

(B) Buggy Racing missions 
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MAP 2: WILD WEsT DREAMSCAPE 


Wild West Dreamscape 
Map Key 
1. Train Station 
2. Poonstone 
3. Booty Hill 
4. Sandy Crack Canyon 
5, Elevator To Mine 
6. Ranch 
Key Buildings in Poonstone 
A, Saloon 
B. Bank 
C. Sheriff 
D. Livery and Feed 


INTRODUCTION STORY MODE WALKTHROUGH 


TROPHIES & 
ACHIEVEMENTS 


COSTUME 
LOCATION 


MAP REFERENCE 


OPTIONAL MISSIONS WALKTHROUGH 


LARRY AWARDS 


INTRODUCTION — 


TROPHIES & 
ACHIEVEMENTS 


COSTUME 
LOCATION 


MAP REFERENCE 


STORY MODE WALKTHROUGH 


OPTIONAL MISSIONS WALKTHROUGH 


LARRY AWARDS 


AP 4: BYTANIC DREAMSCAPE 


Bytanic Dreamscape Map Key 


1. Flagpole 5. B Deck 

2A. Crane 6. A Deck/Boat Deck 
2B, Crane 7. Bow 

3. Stern/Cargo Hold 8. Shuffleboard 

4. C Deck 
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